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AMAZING REVIEWS: 

Dungeon Master Battle Chess 
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The Duel Lords of the Rising Sun 

Zany Golf Wayne Gretzky Hockey 
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You're never 
too old to Scribble! 
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Scribble! Platinum Edition 

Scribble! Platinum Edition offers many improvements that make Scribble! the word 
processor of choice for beginning and experienced users. 

Featuring rapid text entry and scrolling, Scribble! Platinum Edition offers the best of 
all worlds: power, speed, easy to use. In no time at all, you'll be writing memos, letters, 
or wen a book! 
SPELLING CHECKER 

Platinum Scribble! shines in this area with a 104,000+ word dictionary with scientific 
and technical supplements. The Spell-As-You-Type option checks spelling on the fly. 
Phonetic spelling, transposed letters, and contractions are no problem for Platinum 
Scribble! Enter Nasi I and castle is suggested, Me finds the and shalln '< finds shan't. 
Modify the user dictionary by adding, editing and deleting words with the user dictionary 
maintenance program. 
THESAURUS 
Platinum Scribble! has a 470,000+ word thesaurus, with definitions. As a matter of 
fact, the word right displays 21 groups of synonyms. 

MULTIPLE WINDOWS 

Open up to 4 windows at once. Display your documents in 2, 4, or 8 color windows. 
Change the colors to suit your needs. Platinum Scribble! supports both interlace and 
non-interlace screens with horizontal and vertical overscan. 
CUT AND PASTE 
Copy, cut and paste text within a single document or from one document to another. 
MAIL MERGE 

Print form letters and mailing labels. Enter information at print time or auto- 
matically insert information from any mail merge text file. 
. __ IFF GRAPHIC SUPPORT 

Print IFF graphics with any compatible printer supported by the Commodore 
Amiga printer drivers. 
CUPBOARD COMPATIBLE 

Platinum Scribble! is clipboard compatible with .Micro-Systems Software products. 
OVERVIEW 

• On-screen bold , italic, and underline , with highlighting for super and sub-script. • Support 
for laser printer font cartridges • Needs only 512k of memory • Not-copy protected ■ Easy 
hard drive installation • Free Technical Support for Registered Users. 




Committed to excellence since 1978 
12798 Forest Hill Boulevard, Suite 202 
West Palm Beach, Florida 33414 
407-790-0770 FAX 407-790-1341 



Mcfo- Systems Software 

Dealers and Distributors Call 1-800-327-8724 

See your local dealer for a demonstration. 

Scribble! Platinum Edition is a trademark of Micro-Systems Software, Inc. Amiga is a registered trademark of 
Commodore Business Machines. 
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Wayne Gretzky Hockey 

review by Bob Borgen 

Is the game as great as the name? 

Western Games 

review by Stephen Kemp 

Quid spittin', cow milkin', beer shootin', 

good fu. And watch those belches. 

The Duel 

review by Joe DiCara 

Joe blasts down the highway in this sequel 

to Test Drive. 

Baal 

review by Derek J. Perry 

Derek straps on the gear and goes after the 

war machine. 

DataStorm 

review by Paul Costa 

Defender's mutants invade the Amiga. 

Lords of the Rising Sun 

review by Derek J. Perry 
Samurai fighting in Shogun Japan. 

Dungeon Master 

review by Graham Kinsey 

Enter the dark halls of Lord Chaos' dungeon. 

Zany Golf 

review by Joe DiCara 

Plaid pants aren't the only crazy thing 

on this golf course. 

Hole-in-One Miniature Golf 

review by Stephen Kemp 

Putt putt will never be the same. 



AMAZING GAMES! 



Deja Vu 

review by Bruce Jordan 
Have I done this before??? 

Battle Chess 

review byjejjfery Scott Hall 

Jeff looks at an action-packed version of 

an old classic. 

Snapshot 

by R. Bradley Andrews 

Three arcade games, and a day at the lake. 

HardCopy 

by Melissa J. Bernier and Paul Costa 
AC debuts a new games page. 

Amazing Amiga Games Listing 

Over 450 Amiga entertainment products listed! 
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by Ed Bercovitz 

Ed sends home his Comdex report — with no anchovies. 



AC EXCLUSIVE! 

An Inside look at UltraCard 

by Steve Gillmor 

Steve takes a behind the scenes look at the 

Amiga's first hypertext program. 

Adapting Analog Joysticks 
to the Amiga 

by David Kinzer 

David Kinzer shows Amiga game buffs how 

to arm their machine with an analog joystick. 

C Notes from the C Group 

by Steven Kemp 

Good planning for good programming. 



Using Coordinate Systems 

by Paul Castonguay 

Part II of the Fractals series addresses 

coordinate systems, the basis of computer graphics 




New Products... and Other Neat Stuff 

by Elizabeth G. Fedorzyn 

A Macintosh emulator, an Electric Crayon, 

and where in the world is Carmen Sandiego? 

Ask AC 

AG's tech editor answers your questions. 

The Video Desk 

by Larry White 

Larry looks at where Amiga video has 

been and where it's going. 

PD Serendipity 

The latest in software philanthropy. 

Bug Bytes 

by John Sterner 

Upgrades from Gold Disk, B.E.S.T. and more. 

Roomers 

by TheBandito 

More personnel changes you know where. 
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Amiga User Groups 
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Try 

the best 

backup 

software 

anywhere 

for 5 bucks. 

EZ-BACKUP, the only self managing backup software, will solve your backup 
problems forever. We're so confident you'll agree that, for a limited time only, 
we'll send you a working copy of EZ-I1ACKUP (limited only by the number files it 
handles) for only five dollars. To receive your demonstration disk and a discount 
certificate mail S5.00, your name, and your address to: KZ-HACKLIP DEMO DEAL, 
10668 ELLEN ST., EL MONTE, CA 91731 



EZ-Backup 



With EZ-Backup you use the same set ol disks for every Incremental back up Only 
one full back. up requtred--Ever' Space on the disks is managed by deleting obsolete 
archive files and allowing you to save horn 0-255 versions ol each file Your files 
are saved-even if you have completely deleted them from the hard drive! 

EZ-Backup comes with an optional warning screen- 

We all lend lo put ofl doing backups EZ Backup's warning screen reminds you. 
If you would rather not be reminded you have the opbon lo shut the warning 
screen off 

EZ-Backup prevents you from damaging valuable data- 

By checking rhe volume label. V2 Backup keeps you Irom wnting over 
important files 

EZ-Backup uses Standard Amiga format- 

Files are archived in standard Amiga format and work with all standard utilities. 

EZ-Backup provides easy recovery of individual files-- 

A simple to use mouse oriented program allows you , Q [ecweI individual files 



Works with all Amiga-DOS compatible hard drives. 
{Amiga-DOS version 1.2 or higher) 



* Provides archive-bit utilities * Nol copy protected 

* Multi-tasking * Complete manual win examples 

* Upgrades provided free lor !he first six months after piogram purchase 1 

* Ffee telephone support I 



Not more expensive just the best • $49.95 - from: 
EZ-SOFT or an Amiga Dealer near yon. 
10668 Ellen Slrtx-t 
F.1 Monte, CA 91731 

(818)448-0779 
Dealer Inquires Welcome 
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Dear AC: 

As you are aware, Word Perfect 
Corporation's commitment to developing 
for the Amiga has been the subject of 
much discussion. At one point, WPCorp 
officials had announced that they 
planned to pull back all future product 
development for the Amiga. Reaction 
from a large number of Amiga users 
persuaded WPCorp officials that our 
position regarding product development 
for the Amiga should be reconsidered. 

As a result, WPCorp will continue 
development of WordPerfect for the 
Amiga. WordPerfect 4.1 is the most 
current version. We are currendy 
working on an interim release of the 
product that will include minor enhance- 
ments and fixes with the software. As 
soon as that is released, we will begin 
working on a new version of WordPer- 
fect. We will also continue to maintain 
and provide interim releases of WordPer- 
fect Library for the Amiga. 

It is true dial WPCorp has scaled 
back its development staff for the Amiga. 
The primary reason for the cutback is the 
fact that sales of WordPerfect for the 
Amiga have been low. Sales were good 
when the products were initially re- 
leased, but they declined significandy 
soon afterwards. Profits from WPCorp's 
Amiga products were not high enough to 
cover the costs of the Amiga develop- 
ment staff. So in order to make the 
Amiga division profitable, WPCorp 
executives decided to scale back the 
division. 

Currendy there are three full-time 
Amiga programmers and two full-time 
testers working on WPCorp products. We 
also have a marketing manager in 
addition to our regular Amiga customer 
support staff. We definitely plan to 
continue supporting WordPerfect and 
WordPerfect Library for the Amiga. We 
had begun development of PlanPerfect, 
WPCorp's spreadsheet, for the Amiga, 
but we chose not to pursue this so that 
we may concentrate our limited re- 
sources primarily on die continued 
development of WordPerfect. 

As a result of customer requests, 
WPCorp began preliminary development 
of a 6.0 version of WordPerfect that 
includes support for graphics. The 
current code in WordPerfect 4.1 will not 
allow the addition of graphics capability. 
To develop a 6.0 version of WordPerfect 



would require that we completely rewrite 
the program from scratch, or that we 
wail until 6.0 equivalent is available on 
anoUier machine so that it could be 
ported over to the Amiga. Using either of 
these two methods is a very cosdy and 
time-consuming process, and it would 
take one to two years and maybe more 
to develop a 6.0 version of WordPerfect. 
Given the timing and resources available, 
it is difficult to commit to a 6.0 upgrade 
at this time. However, development will 
move incrementally towards that goal. 

Once again, WordPerfect Corpora- 
tion is committed to supporting to the 
Amiga market. This commitment is 
evidenced by the fact that WPCorp is 
one of the few companies that offer toll- 
free support for its Amiga products. We 
regard the Amiga computer and its users 
very highly, and we're proud of our 
products for the Amiga. 

Sincerely, 

Rebecca Mortensen 

Amiga Products Publicist 

This may not be 6.0, but it is still good 
news for Amiga owners. It also shows 
that WP is an open minded company thai 
is willing to respond to it's customers 
feedback. -~MM m - 



DearAC: 

I finally got the time to write you! Please 
send me an outline for submitting articles 
to Amazing Computing. 

Here is a hint for you growing 
Amiga owners. I cannot find this 
documented aldiough some of you know 
this trick. The AmigaDOS manual does 
not tell you how to copy files from an 
outside directory to die current directory 
without specifying the current directory 
as the destination. The answer is very 
simple and I was dumbstruck when I 
figured it out! Here is an example of 
what I used to do and die trick. 

1> cd dfO:devs/printers 

1> copy dflxlevs/printers/*? to df0:devs/ 

printers 



Boy that was a lot of typing and any 
mistakes made me type it in again! OK, 
now for the easy way; 

1> cd dfO:devs/printers 

1> copy df 1 :devs/printers to "" 

The double, double-quotes tells Amiga- 
DOS to copy the files to the current 
directory which is where I wanted diem 
to go! Now how many of you CLI buffs 
knew that one? 

A Loyal Reader and Hopeful Contributor, 

John B Preston 

Pensacola, FL 

Thanks for writing with this hint. It will 
save me a lot of typing! -= \L\I*- 



Dear AC: 

In an imperfect (Amiga) world, all 
too often filled widi hype without 
substance, promises unfulfilled and the 
siren call of "user friendly"", it's nice to 
find a product that does everything it 
promises and a company that does even 
more! 

I'm speaking of Great Valley 
Products (GVP) and their Impact 500 
Hard Disk/RAM expander add-on for the 
A500. Contained within a ratiier mild- 
mannered, Amiga-tan "box" sitting just 
left of • f Ctri","Shift"and "Alt" is ail the 
magic needed to turn a 500 into a serious 
computer. Once those two eyes.. .one 
red, one green... start winking at you, it's 
off to the races! 

Background: I'm not a program- 
mer, nor am I a game-only user. I'm a 
moderate-to-heavy word processor user 
(full-time professional writer/producer), a 
sometime spreadsheet and database user 
and a lover of utility programs. While not 
a graphic artist, I do desktop publishing 
professionally (through a professional 
graphics house on another computer — 
the "M" word) and semi-professionally 
on the Amiga. I am investigating the 
Amiga in professional video applications, 
namely high quality desktop-produced 
presentations and interactive video 
instruction. System configuration: A500 
widi 512K RAM/clock expansion, 
external 3.5" and 5.25" (for IBM ASCII 
files) drives, GVP 30 MB Autoboot 
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Don't limit your potential! Experience excellence!, a word 
processor designed for your Amiga, with 250 available 
fonts, a Spell-AsYbu-Type 90,000+ word Dictionary, 
Grammatical/Style Checker, Thesaurus, Index and Table of 
Contents generator, Headers, Footers and Footnotes! Sail 
through PostScript output, True WYSIWYG, automatic 
Hyphenation, Math, beautiful resizable Color Graphics, 
flexible Mail Merge, Columns and an easy-to-use Macro- 
Language making complete actions a breeze! The fastest 
word processor for your Amiga is the only one you'll ever 
need! Truly a "Masterpiece" of excellence! 



Committed to excellence since 1978 
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12798 Forest Hill Boulevard, Suite 202 
West Palm Beach, Florida 33414 
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See your local dealer for an excellence! brochure. 
Dealers and Distributors Call 1-800-327-8724 

We use KAO Disks! 

Amiga is a registered trademark of Commodore Business Machines • PostScript is a 
registered trademark of Adobe Systems, Inc. ■ excellence! is a registered trademark of 
Micro-Systems Software, Inc. 



Circle 105 on Redder Service card. 



Impact 500 HD with 2 MB autoconfig. 
RAM, yielding a 3 MB A500. 

To say the impact 500 does 
everything it's supposed to do is to take 
away from the real beauty of the system 
for a guy like me. (Remember, I am a 
serious user. I am not a tech!) The GVP 
unit transforms die 500 into a very fast 
(by comparison to a non-HD system), 
very reliable, near idiot-proof machine 
that NEVER GETS IN THE WAY OF 
WHAT I'M DOING WITH THE COM- 
PUTER. 

Thanks to some well written 
software, the drive was incredibly easy to 
format and partition. Its operation is very 
quiet, except for some fan noise. Loads, 
saves and even directory listings are like 
lightning, thanks to buffering on individ- 
ual drives and HD partitions mat's like 
having FACC II operating continuously in 
the background. And with three parti- 
tions, everything is neat and accessible! 

Still, it is an imperfect world. So, 
what went wrong? Well, GVP's claim that 
any 150ns or faster 1-meg xl RAM chips 
would work was wrong. After buying 
and installing 16 110ns chips, I experi- 
enced terrible memory problems. Many 
programs wouldn't even load properly. 
What to do? Call GVP. 

That I did. ..and 1 got through on 
the first call. In fact, every call was 
answered quickly and courteously ( 
thank you Lisa and Mary). Was told by a 
very calm and confident voice on the 
other end (thanks, George) that die 
company had determined 80ns or 
faster© chips were needed, after all. 

Now for the best part. When I 
informed GVP that my chips were not 
exchangeable, GVP OFFERED to 
exchange them at no charge and did so 
willingly. They even gave me their 800 
phone number, for future calls. That, 
friends, is what I call customer service 
administered on a professional level. 

More than that, what GVP demon- 
strated is 1) a well defined concept of 
who they are in the marketplace, 2) an 
understanding of what they must do to 
achieve the high position in diat market- 
place they feel they rightfully deserve 
and 3) a full-time commitment to live up 
to the demands of die position they have 
carved out for themselves. For my part, 
the entire Amiga community could 
benefit from more of that kind of 
thinking. Yes Commodore... "That one's 
for you!" 

GVP, my hat is off to you. Thank 
you. I'm writing diis because I want 



others to know about a first-class product 
and a first-class company. 

Best regards, 

Jerry Smithers 

Creative Consultant 

Omaha, NE. 



Dear Amazing Computing: 

I have been attempting for the last 
week or so to fully understand the 
workings of die new RAD: device in 
Workbench 1.3 and I believe that the 
following information may be of help to 
other readers. I have been using a RRD 
(recoverable RAM drive) for some time 
now available in the public domain 
(VD0:) and in updating some of my disks 
I thought that it would be worthwhile to 
use official RAD:. Many of my boot disks 
place files such as word processing spell 
checkers for example in VD0: for faster 
checking etc. A typical segment of the 
startup-sequence would be: 

mount vdO: 

if not exists vdO:dictionary 

copy words:dktionary to vdO: quiet 

etc 

endif 

....rest of sequence 

I tried this substituting RAD: for 
VDO: on both 1.3 Kickstart and 1.2 
Kickstart machines with no success. The 
machine would just go into limbo on a 
warm re-boot and I just could not get 
RAD: to work. I was just about to give 
up when I tried as a last resort the 
following: 

....Usual startup-sequence stuff 
execute s/radstartup 
....Rest of sequence 

file s/radstartu 
mount RAD: 

if not exists RAD:dictionary 
copy words:dictionary to RAD: quiet 
etc. 
endif 

The file radstartup is IDENTICAL to 
the code lines which cause the problem 
above but now there are no such 
problems. The RAD: device works well 
and has caused no problems. 

I tried just about everything 1 could think 
of (including changing Bootpriority, 



highCyl values, formatting RAD: etc) 
before stumbling upon this heaven sent 
solution which works on a 1.3 Kickstart 
A500 with 1 MB and a 1.2 Kickstart 
A2000 with 5.5 MB. 

I hope the above will assist odier 
users with the irritating and frustrating 
experience I suffered diough. 

Congratulations on the continuing 
high quality of the ONLY worthwhile 
Amiga specific publication available. 
Keep up the excellent work! 

Yours Sincerely, 

Dr. Richard Holder 

E. Sussex, UK 



Dear AC: 

I have just received Volume 4, 
Number 5 issue of AC, and I can't help 
myself, I have to tell you folks-You're 
knocking me out! Just when it gets to the 
point where I wonder if it's worth die 
effort to bring in the trash from the 
mailbox, there you are. Today, at least, it 
was worth the trip. (The rain doesn't 
even phase me, since my AC is so 
carefully wrapped. Simulated sunshine, 
via US Postal Service!) 

Any one of several articles would 
have included instant purchase if it were 
not for the subscription diat brings AC 
home already. David J. Hankins did me a 
favor with his Lattice C 5.02 investigation, 
Oran J Sands cranks out yet ANOTHER 
great background piece, David Martin 
illuminates die darkest comers of die 
Amiga, and of course the Bandito always 
provides the best inside info most of us 
will ever see. 

Special acknowledgement is due, 
Steve Bender's very good coverage of a 
subject that most people refuse to accept 
as real. If he survi%'es die power series 
intact, perhaps he could tackle the 
absolute worst topic-ESD. (Depending on 
circumstances, my Section Chief calls 
static one of two things: Voodoo or 
Excuses.) 

I've got to tell you, die piece 
served up by Andre Theberge was a real 
winner. I'm debating whether to wait 
until this weekend to write, and tell you 
how they worked out for me. But no, I 
need you folks to hear this right away! 

I can't stop without mentioning the 
cute little MIDI adapter by B.S. Winslow. 

This is another example of a very simple 
solution that works well. I expect that a 
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Simply The Best 
Amiga Hard Drive. 




SUPRADRIVE 
HARD CARD 

FOR AMIGA 2000 

with revolutionary new 
WORDSYNC™ INTERFACE 




SupraFormat 
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Before you buy a hard drive, look around. Look closely. Compare speeds, but also look at Interfaces.. .Software. ..Value. 
We think you'll agree that SupraDrives are Simply The Best Amiga Hard Drives. Here's why ... 

Breakthrough Speed. 

SupraDrives give you access times as low as 1 1 ms. and data transfer 
speeds of over 500K/sec. (Amiga® 2000) or 326K/sec. (Amiga 500). 
Features like full support of Workbench™ 
1 .3, the Fast File System (FFS), and 
multitasking make these drives FLY. 

State-of-the-Art Interfaces. 

Supra's interfaces (included with every 
SupraDrive) give you innovative features 
no one else can match. The revolution- 
ary WordSync 1M Interface transfers 16 
bits at once, which gives A2000 Supra- 
Drives DMA speed without DMA hassle. 
The A500 interface passes the Amiga 
bus signal through to your other peripherals; 
without Amiga bus pass-through, your system 
is severely limited. And all Supra interfaces 
feature SCSI ports for easy daisy-chaining. 

The Best Software. 

After installing the drive, you'll be glad you 
have Supra's full array of powerful, easy-to- 
use software. SupraFormat makes formatting 
a breeze and lets you use up to 30 partitions 
and various file systems — FFS, MS-DOS®, 
Unix, Macintosh™, and more! SupraEdit 
lets you access low-level Amiga system 
information, and other included programs 
make using a hard disk fun and easy. 

Irresistible Value. 

All this is available at a price you'll love. 
Look into it! Only Supra Corporation — 
an experienced company with a proven 
commitment to the Amiga and its poten- 
tial — gives you such an attractive 
alternative: The SupraDrive. It's 
Simply The Best Amiga Hard Drive. 

Ask your dealer for details, or call: 

K'Wm Supra Corporation 

All Supra Products 
Are Made in the U.S.A. 



Each SupraDrive for the A5O0/A2OO0: 

Autoboots directly from FFS partition * 
Interface allows super smooth video, 
sound, etc., with no rude interruptions 
for hard drive access • Compatible 
with Bridgeboard™ , RAM, digitizers, 
other boards • Supports MS-DOS disk 
partitions with Bridgeboards • Installs 
easily • Pre-formatted & ready to use 

• Includes 2 floppy disks of software & 
clear, thorough manual • Fine tuned 
assembly language driver software * 
Blind data transfers improve speed 3x 

• Knowledgeable tech support • 
Interfaces also available separately 




Supra Edit 



SUPRADRIVE 
FOR AMIGA 500 

with AMIGA BUS PASS THROUGH 

for unlimited expansion • 

OPTIONAL 2MB RAM 





Included Software 



1 1 33 Commercial Way Albany, OR 97321 503-967-9075 

ORDERS! 1 -800-727-8772 circle 106 on Reader Service cord 



SupraDrive. WordSync, SupraFormat, and SupraEdit are trademarks of Supra Corp. Amiga is a registered trademark and Workbench is a 
trademark of Commodore-Amiga, Inc. MS-DOS is a registered trademark of Microsoft Corp. Macintosh is a trademark of Apple Computer. 
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Remember... 

Dedicated to the AMIGA 

Nothing but the best! 








COMMODOIC 



The 

Memory 

Location 



396 Washington Street 

Wellesley, MA 02181 

(617) 237 6846 

Call the AMIGA Experts! 

Authorized Amiga graphic design dealer. 

Our crew has over 30 years total combined 

experience with the Amiga! 

We ship UPS Mon. thru Fri. 

Store hours: 10-6 Mon.-Thr. 

10-8 Fri. 9-5 Sat. 

Commodore authorized repair in store. 

Low flat rate plus parts. Warranty service. 



lot of people might be willing to 
experiment ■with MIDI now that they 
know it doesn't have to cost a fortune. 
Good job! 

These hardware projects are the 
way to keep my subscription going. If it 
were just one or two great articles every 
month, I might be happy just browsing at 
the library, or bumming them from a 
friend for an hour. But I know I have to 
keep projects for reference forever. I may 
build a project just the way you print it, 
but more likely I will tie it in with 
something else, expand on it, or just use 
a little piece of it in another project five 
years from now. Regardless of how I use 
it, this issue will be lurking in my 
basement for ages. (Would you be 
offended if it's sitting with Computers & 
Electronics' ZX 80 projects?) 

I guess that about covers it. I'm 
sorry I was so long-winded, but this 
issue was too good to not tell you about 
it. Thanks for putting out the best Amiga 
mag there is. Good luck in maintaining 
the momentum! 

Sincerely, 
Steven Toai 
Crofton. MD 



Dear Amazing Computing: 

Very humbly I would like to point 
out that the Amiga community is much 
larger than the reach of NTSC standard, 
and the number of Amigas are growing 
larger and faster everywhere, including 
PAL countries, and PAL are more than 
just the European countries. 

So take heed, developers, manufac- 
turers, producers, distributors, dealers, 
publishing companies, writers, free 
lancers, and all others and always take in 
consideration the potential and demand 
of the PAL market. We do need all kinds 
of PAL products, without any delays. 
Please pay attention to the following 
points: 

1) There should always be information 
about PAL compatibility (yes/no) in 
EVERY Amiga-related advertisement, 
flier, field report, test, review, what's new 
column, expo, show & convention round 
ups, and package covers. If these 
products do not adhere to PAL now, 
what are the prospects of future PAL 
versions. 



2) For every product there should be 
price information, availability and the 
phone numbers and addresses of the 
manufacturers. The phone numbers 
should be the companies actual phone 
number not just the TOLL FREE number, 
because VERY seldom are there toll free 
phone numbers in foreign countries. 

3) As there are many so called "foreign 
keyboards" around, (as a matter of fact 
there's not such a thing as a "foreign 
keyboard" for the Amiga, but for 
individual "foreign softwares" there 
certainly are) and because there's a lot of 
buying potential in "foreign keyboard" 
countries. I think it's not too much to ask 
of the software companies that their 
program algorithms should be so 
sophisticated that die program would 
always check which keymap is in use, 
and then make the necessary adjust- 
ments. This problem can cause unpre- 
dictable and frustrating difficulties, and I 
know I'm not the only one familiar to 
these phenomenons. 

4) All manuals should ALWAYS have an 
index included. The manuals shouldn't 
be written only by the program develop- 
ers & experts, they do NOT necessarily 
know how to tell the average user how 
to start using a program, and to get along 
with it. 

5) Where is the educational software? 
There's a considerable vacuum in this 
field of good, interesting, user friendly, 
and encouraging programs from children 
preschoolers to adults. 

6) A cardboard leaflet with the key 
shortcut commands should always be 
included with the manual and/or a 
cardboard model, which can be fastened 
on the keyboard. The latter would 
especially speed things up for the 
beginner, to learn how to use the 
program, or when You have not fiddled 
with a program for awhile. 

7) Globally it would help the 
consumer(s) a lot, if the information 
about the multitude of fonts would 
always include information [regarding! 
which keymaps are supported. 

Sincerely yours, 
Jan W.Ahlfors 
FINLAND 
P.S. Keep the Bandito ALIVE !! 

•AC* 
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Protecting your valuable hard disk files is easier and faster than ever before 




0U|ffll4fiK 

The FASTEST Hard Disk Backup Utility! 

Backup to or restore from: 

• Floppy Disks • Streaming tape (AmigaDOS-compatible) 
• CLtd's Konica 10.7MB high-density floppy drive 

• Inner-Connection's Bernoulli drive • ANY AmigaDOS-compatible devise 

• Fast backup - 20MB m 30 minutes or less • Uses two floppy drives (it available] for backup/restore with automatic switching 

• Builds, sorts and displays catalog of tiles and subdirectories • Provides FULL/Subdirectory/lndividual tile backup/restore 

• Inclu des a r excl tides files by name (with wild cards), file date, or archive bit • Calculates the n umber of floppies you'll need 

before you start • Handles files of unlimited length, unlimited subdirectories and unlimited files per subdirectory 

• Automatically (ormats diskettes with no delay as il writes • Sequentially numbers and date/time stamps backup diskettes 

• Cheeks the sequence numberand date/time stamp of each diskette before restonng files fremiti Restores original date/ 

time stamp, file notes, and protection bits on both files and subdirectories • Runs with Workbench or CLI • Produces 

backup/restore report to disk or printer • Beeps for floppy change • Accepts CLI parameters and batch command files 

• Detects bad disks during backup or restore •Convenient/user friendly error recovery • Multitasking •Runsm512K 

• No copy protection • Works with all AmigaDOS compatible hard disk drives. 




Only $69.95 Plus S3 00 shipping and handling, CA residents ass 6°i sales tax. 



Convert C64/C128 Files to the Amiga! 

DISK-2-DISK" makes it easy and convenient to transfer 
C64/C1 28 fifes to and from the Amiga! D1SK-2-DISK programs 
the Amiga model 1 020 external 5.25 disk drive to read and write 
1541/4040 and 1570/1571 disk formatsincluding 1541 "flippies". 

• Converts Commodore/PET ASCII lo AmigaDOS standard ASCII and vice 
versa • Transfers v/ord processing text files (such as PaperClip. 
SpeedScript and Pocket Write r) to and Iro m the Amiga (or use wit h po pular 
Amigawordprocessors^lncludes3puolicdomain programs (orconvert- 
ing C64 Koala, PrintShop and Doodle files to IFF format • Finds and flags 
dialect differences between Commodore Basic and Amiga Basic files 

• Provides VALIDATE BAM and CHECK DISK utilities (VALIDATE BAM 
verifies the directory structure ot the 1541/1571 diskette; CHECK DISK 
reads every block of a 1541/1571 diskette to detect diskette errors). 

DISK-2-DISK requires the Amiga mode! 1020 5.25' disk drive. 
Only S49.95 

Plus S3. 30 shipping and handling 
CA residents add 6% sales tax. 





D0S-2-D0S transfers MS-DOS and 
Atari ST files to and from AmigaDOS! 

D0S-2-D0S version 3.0 permits access to any MS-DOS volume 
available via AmigaDOS. including MS-DOS partitions on hard 
disks and MS-DOS volumes on LANS or SCSI networks. 

• Supports single and double sided 5 25-inch as well as 3.5-inch 720KB 
MS-DOS diskettes • Reads/Writes 3.5-inch Atari ST diskettes (GEM 
format) • Reads a variety of 5.25-inch MS-DOS floppy formats via the 
CLTD Konica high-density floppy drive • Converts ASCII file line-ending 
characters and provides Wordstar compatibility • Supports full directory 
path names, with wild cards inthe file names • Allows selection of MS-DOS 
and AmigaDOS subdirectory and displays sorted directory listing • For- 
mats 3.5-inch and 5.25-inch MS-DOS diskettes and Atari ST diskettes 

• Provides duplicate file name detection with query/replace options 

• Provides TYPE and DELETE commands • Permits renaming of files 
where file name restrictions occur • Remains resident to permit Amiga- 
DOS disk swapping. 

Only $55.00 

Plus S3 DO shipping and handling 
CA residents add 6% sales tax 



Central Coast Software 

268 Bowie Drive, Los Osos, CA 93402 • Telephone: 805 / 528-4906 • FAX: 805 / 528-31 38 

\£Q\ DEALER INQUIRES WEL COME 
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From The Mam 



Editor 



Amiga Enthusiasts 

One of the great things about working 
with the Amiga is the fascinating people 
we get to know. From our own readers 
and customers to the Amiga dealers, 
software developers, and hardware 
engineers, the Amiga has attracted some 
of the most sincere and dedicated people 
I have ever had the pleasure to meet. The 
Amiga continues to maintain a quality of 
devotion from its users and vendors that is 
rare in other computers. The reasons for 
this loyalty are diverse. 

Some Amiga users point to the unique 
abilities of the Amiga. These hearty souls 
can recite a litany of reasons why the 
Amiga is superior to other computers. We 
listen in rapt agreement as they propound 
on the Amiga's ability to multitask, 
support advanced graphics, create 
magnificent videos, and professional- 
quality music. They know the Amiga's 
capabilities by its specifications. They 
understand the Amiga by what its features 
can produce. 

Still, some Amiga enthusiasts point to the 
work they have accomplished. They will 
show you print outs of fascinating 
graphics (see Fractals Part II page 95) 
produced by mathematical equations. I 
have seen Amiga videophiles on a Boston 
television station at 3 AM explaining their 
latest video masterpiece. Some users, such 
as jim Sachs, will create complete stories 
with music and graphics expertly 
coordinated by utilizing every available 
aspect of the Amiga. These users are 
extremely functional in their approach. 
They know what they want to accomplish 
and the Amiga is the best tool for the job. 

Finally, there are those able fanatics who 
just like a good fight. The people who see 
the Amiga is a great computer and want 
the rest of the world to know it also. 
These Amiga users take a certain pride in 
championing the underdog, especially 
when they believe their computer is 
superior to the front runners. 

We all fall into one or more of these 
categories. Some of us will move through 
different phases of this list depending on 
our present work or the current status of 
the Amiga. Unfortunately, those of us who 
champion the Amiga, must again defend 
our computer from the changes at 
Commodore. 



A Change of Scene 

Max Toy is no longer president of the 
United States division of Commodore 
Business Machines. He has joined the 
growing list of ex-presidents who have 
decided a change of company might help 
their "other interests." I begrudge Mr. Toy 
nothing, I sincerely hope he finds the place 
and the bearing he needs to accomplish his 
personal goals. Like all the Commodore 
employees 1 have met, he was personable, 
competent, and willing to do his best for 
the Amiga. 

With all respect and fairness to the new 
president of Commodore U.S., Mr. Harry 
Copperman, I believe Mr. Toy's exit from 
the corporate offices of CBM exhibit more 
of the symptoms of an illness than the 
illness itself. Although everyone I have 
worked with at CBM has always done their 
best to do their job, there continues to be 
the awkward feeling that no one wants to 
commit themselves. Individuals are cordial 
and efficient, however it is extremely 
difficult to obtain a decision. 



Such a simple idea: 
Market the Amiga. 



I cannot blame the individuals since, in the 
words of Dorothy to Toto, "People come 
and go so quickly here." Imagine trying to 
work within a system where you temper 
your remarks, reactions, and decisions 
because you have seen so many top 
executives leave their posts. 

In all fairness, I have gleaned from reading 
the Comdex article on page 18 and our 
ROOMERS column on page 105 that die 
main reason for dissatisfaction between Mr. 
Toy and Commodore was the lack of 
dramatic Amiga sates in the US, 

Yes, Amiga sales have been steady, but 
they have also been slow to expand. This 
combination is not a comfortable situation 
when over 70% of the Amiga's sales are 
outside the US (some sources have placed 
this figure at over 80%). It is hard to defend 
a situation in which your counterparts in 
foreign markets are commanding a stronger 
market share than your organization with 
the same product. 

Why? Why are sales or even the percentage 
of sales for this dramatically superior 



machine behind other less advanced and 
more expensive equipment? It is a most 
disturbing and extreme!} difficuli question 
which almost every Amiga user I have ever 
asked has the same answer, "Marketing." 

Amiga Marketing? 

Such a simple idea: Market the Amiga. 
Demonstrate the abilities of the machine in 
advertising which focuses on the Amiga's 
strong points. In all fairness, this may seem 
difficult since the Amiga has so many 
strong points, but this should make the 
marketing task easier, not harder. 
However, if you are showing the Amiga, 
please allow it to demonstrate itself well. 

Last year CBM presented a series (I think 
there were more than one) of Amiga 
advertisements on MTV. The spots were 
done entirely on Amigas and, from the 
look of them, by inexperienced users. 
There are several rumors circulating on 
how these commercials were created. The 
most interesting of these being that the 
account executives were brought together 
with die equipment for an intense week- 
end of discovery and creativity. Each group 
was instructed to make tw : o or three com- 
mercials, the best of which would be aired. 

These commercials did little to demonstrate 
the Amiga in a positive fashion. They were 
sporadically constructed and graphically 
poor. These commercials may have even 
been presented this way to mimic MTV's 
rock videos, however very little, if any, 
music was created or used from the Amiga. 
Almost as an afterthought, the viewer \\;i> 
quickly (and we do mean quickly) told of 
a free VCR available with an Amiga 500. 

Although this advertising was directed at a 
particular market (the young viewers of 
MTV), and the commercials did at least 
attempt to demonstrate the Amiga by 
example, the results were, for most present 
Amiga users, less than exciting. However, 
Commodore will rightly show they sold 
more Amigas. 

The question is why? Did Commodore sell 
more Amigas because of those 
commercials? Did they sell more Amigas 
because of the VCR incentives? Did they 
sell more because it was the holiday 
season? Did they sell more because of an 
influx of new Amiga titles? Or, did they sell 
more because they did advertise? 

In truth, the answer is all of the above. 
Parents were driven into their local Amiga 
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dealerships by the interests of their 
children and some impact from the MTV 
commercials. But, once there, it was up to 
the Amiga dealer to sell the Amiga. Each 
salesperson informed the customer on 
what an Amiga would accomplish. 
Commodore made the dealers responsible 
to market the Amiga. 

Making the dealers your marketing tool is 
not unknown. All computer companies 
with an established dealer network have 
done just that. They have provided the 
dealers with a set of tools to demonstrate 
their computers, instructed the dealers on 
the features of their machines and how to 
use them, and then provided advertising 
and other marketing to get the customers 
into the store. Commodore has leaned 
heavily on the dealers for support but 
they have delivered few warm bedies 
through the door. 

Advertising is not everything. 

A marketing manager understands that 
advertising is only one portion of the total 
marketing strategy. It is important and it 
cannot be overlooked. But there are other 
ways to make your product more 
recognizable to the public. 

Apple Computer manages this task by 
placing their machines in television shows 
and movies, (Apple is still quite proud of 
their Star Trek IV scene with Scotty). 
Although Commodore has been able to 
place their equipment in TV shows (ALF, 
Miami Vice , Amazing Stories, Our 
House, and others) and movies {Three 
Men and a Baby, The Disorderlies, and 
even a recent Maxwell Smart TV movie) 
the viewing public did not have the 
product awareness to know this was an 
Amiga. Viewers had seen pictures of the 
Macintosh and they associated the shape 
with the machine. This same association 
escapes the general public when they see 
an Amiga. They just don't see enough of 
them. 

AMIGA Awareness - You! 

Computer purchasers and enthusiasts are 
different than any other consumer group. 
They are deeply involved in the success of 
their computer for two separate and 
important reasons. 

First, computer owners want to know they 
have made the right buying decision. A 
computer is still an expensive commodity 
for most household budgets. Not only is 
the computer costly (let's be honest — we 
will all buy the biggest Amiga we can 
afford), but it requires a great deal of 
costly peripherals and software to work 



effectively. Add to this the amount of 
time required to become proficient with 
this hardware and software and we are 
talking about a great deal of resources. 

Computer owners want to be assured 
they have made the best choice. If they 
are happy, they will tell their friends and 
associates. However, if they become 
displeased, they are a user scorned. This 
burned customer not only has nothing 
nice to say about you, but is extremely 
happy to suggest some other brand. This 
is negative marketing and, once started, 
is extremely difficult to reverse. 

Second, computer owners want as many 
companies as possible providing goods 
and services for their computers. They 
want to find dealers close to where they 
live and work so they can easily buy 



Send a Message to 

Commodore: 

Circle Reader Response 

Number 400 



cables, software, accessories, etc. They 
want a variety of packages to choose 
from so they can buy what they need 
rather than molding what is available to 
their needs. The more active the market, 
the better opportunity these users have 
of attaining good performance from their 
equipment at a reasonable rate since 
competition should drive down the 
prices yet increase the quality. 

These are the reasons Amiga users 
become involved. They start Amiga user 
groups, they attend Amiga conventions 
such as Ami-Expo (see us in Chicago 
Booth 27&2S) and World of 
Commodore. And they buy machine- 
specific magazines such as Amazing 
Computing (thank you). Everyone who 
owns an Amiga, wants the Amiga to do 
well. 

The best way to increase product 
awareness is to make the Amiga vendors 
aware of you. Amiga developers want to 
know if their product is of interest, and 
we are going to supply an even better 
method for you to do this and, at the 
same time, tell Commodore you want the 
Amiga marketed more! 



Inform Commodore; Circle Number 400 

The best way to make Commodore aware 
of the need to advertise the Amiga. Is to let 
them know how you feel. If you check our 
reader service card number 400 on the 
reader service card in this issue between 
pages 97 & 98, we will collect these re- 
sponses and send them to Commodore. 

Perhaps, your responses will be the 
support the new leaders at Commodore 
can use to provide more funds for national 
advertising. Our letter will be directed to 
the Departments of Marketing, Sales, Public 
Relations, the Chairman of Commodore, 
and the presidents of each section of 
Commodore who are responsible for US 
sales of the Amiga. The leuer will simply 
state that the enclosed individuals feel 
Commodore should do more to publicize 
and market the Commodore-Amiga. We 
will forward responses from our readers for 
as long as we receive them. 

With your enclosed responses, we hope to 
sway the officers of the corporation into 
doing more to promote this ''best kept 
secret of computing." By addressing this 
concern from present Amiga users to Mr. 
Copperman and others, we will not only 
express our concerns and support, but we 
may be delivering an added signal to all of 
Commodore, that users matter and want 
the Amiga users to succeed. This will only 
help everyone's view of the Amiga. 

Inquiry Numbers, Please Circle! 

Also, beginning this issue, AC will place 
inquiry numbers for companies mentioned 
in the articles and features. If you find a 
product or service of interest, mark the 
inquiry number on the reader service card 
and forward the card to PiM Publications, 
Inc. We will assemble die replies and mail 
your responses from both the articles and 
the advertisements to the individual 
companies. We cannot assure you of an 
answer by the individual companies, but 
they should respond to an honest request 
for information from an Amiga user and 
potential customer. 

Your responses will help new and existing 
Amiga developers create products all 
Amiga users need and want. Your action 
may provide the inspiration developers 
need in order to complete or improve their 
Amiga products. 

With your assistance, we can demonstrate 
to the Amiga community that there are a 
great many users who want to do more 
with their equipment. This is not a new 
concept and it does have some possible 
dangers. 
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MEMORY 

for your A500: 

512k+Clock 

POPULATED:^ 199.95! 
UNPOPULATED:$69 # 95 f 

Now Available DIRECTLY 
JromMicroBotics: the 
M501 Memory Unit! 

• Exactly plug compati- 
ble with the equivalent, 
standard Commodore 
memory+clock unit! 

•Available with or with- 
out RAM! (Install your 
own chips and save!) 

Your Amiga s 500 
computer must have a 
standard memory and 
clock expansion to bring 

your system up to a full megabyte of 
internal memory and to provide the 
battery backed real time dock. Now 
you can buy this standard expansion 
unit directly from MicroBotics; either 
complete with memory installed or 
in the cost effective, socketed unit, 
ready to accept your own ram chips. 
HOW TO ORDER: Send certified check or 
money order in US funds to MicroBotics. Inc. 
Allow up to 30 days for shipping. 
SHIPPING and HANDLING CHARGES: No 
charge for USA. Canada add S2 per board; 
Overseas add S7 per board. Price reflects a 
discount for cash payment- add 5% of order to- 
tal for MasterCand/VISA orders. Please, no PO 
Box addresses. Dealer Inquiries Welcome. 

II MicroBotics, Inc. 

81 1 Alpha Dr. Suite 335, Richardson TX 75081 

ORDER NOW! (214)437-5330 

- "Atrwja" is a registered trademark ol ComnY>dore-Arr*ga 



Warning: This Procedure Could Be 
Hazardous To The Amiga Community 
Byte magazine, as well as many lesser 
publications have used this system of 
placing inquiry or reader service card 
numbers for every company or product 
mentioned in their articles. On the surface, 
this is a good idea: read an article about a 
fascinating product and use the reader 
response card to contact the company. 
However, there maybe other, less altruistic 
reasons for this procedure. 

Advertisers judge the strength of their 
advertising upon the reactions they receive 
for the dollars they spend. If advertisers 
spend a certain dollar amount between 
two or more magazines, they expect to 
generate interest from the publications 
comparable to the money spent. If one 
publication produces a larger response 
than another, future advertising and 
revenue will gravitate to that publication. A 
publication can demonstrate how many of 
its readers are interested in the company's 
product with an inquiry number next to a 
product mention. The dangers are great. 

It is always extremely difficult for any 
publication to maintain an even course 
between advertising and editorial. In the 
case of advertisers, they feel a publication 
owes them a review or product mention if 
they advertise. They feel there should be a 
show of loyalty between the publication 
and the advertiser who is buying ad space. 

Some advertisers will go beyond this 
approach and want to see any reviews on 
their products before they will advertise. I 
had one person tell me, after learning of a 
comparison review in an upcoming issue, 
"let me see the review. We don't want to 
advertise if the review is negative." 
Xeedless to say, the review ran, but the 
advertiser was not contacted for his 
advertising copy. 

With this in mind, and understanding there 
are publications in every market who will 
run articles under the above conditions, 
what is to stop publications from directing 
editorial content to attract the highest ad 
dollars? When the decision on which 
article will be run in an issue is made, will 
it be in favor of what is best for the readers 
and the Amiga, or will the decision be 
which article will gamer the largest 
number of replies for the highest paying 
advertiser — or potential advertiser? 

Such a situation could arise where a 
publication glossed through their Amiga 
coverage and presented articles which, if 
marketed to the advertisers, would yield 
shiny full page advertisements. The added 
revenue could be funneled back into the 
publication to distribute an even glossier 



issue into broader distribution. The result 
is a soft, advertiser driven publication 
which gives little back to the Amiga user. 
The articles would be presented more for 
sensationalism than for utility. 

AC'S Advertiser Policy 

We work extremely hard at Amazing 
Computing to keep editorial and 
advertising separate. We want to help the 
Amiga community create the best 
possible market of software and 
hardware. This is why we ask our 
readers to report any impropriety by 
advertisers. We send a copy of every 
complaint we receive to the advertiser 
with a letter requesting that they take 
some type of action to correct the 
problem and contact us with the results. 

We will not begin this process of inquiry 
response until we have stated publicly 
the following: Articles will not be 
selected or rejected based on their 
appeal to advertisers, 

In the past, I have stated publicly, before 
witnesses, to an advertiser who was 
pressuring me to change our policies, 
"We can produce a publication without 
advertisers. We cannot distribute a 
publication without readers." 

This is not to say that we have not done 
our best to help advertisers get their 
message to the public. But we have 
always done so by working for the 
common interest. On many occasions, 
we have asked advertisers to scale their 
ads from full page black and white to 
quarter page advertisements in order to 
establish a cash flow from their new 
product and reserve their resources. 

Our readers and the Amiga market will 
always come first. It is a simple concept 
of honesty and good sense. AC has 
worked hard for over three and a half 
years to help the Amiga grow and keep 
the Amiga user informed. This is too 
great a heritage to be lost for any reason. 

Voice Your Opinion 

Please take a moment to use our new 
procedure and note the products or 
services which interest you. If, you agree 
Commodore should more aggressively 
market the Amiga, please circle the 
special reader service card number 400. 
Together, we can help strengthen the 
Amiga's position in the computer 
industry. The result will benefit us all. 

Sincerelv, 



Don Micks 
Managing Editor 



Circle 109 on Reader Service card. 
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New Products 

and Other Neat Stuff 



by Elizabeth G. Fedorzyn 



Ladies and gentlemen, 

RJ. Micbal has left the building 

Readers of AV VIDEO and VIDEO 
MANAGER magazines recently voted the 
Amiga 2000 as the Computer Graphics/ 
AV "Product of die Year — iYlost Helpful 
in die Performance of Your Job", 

Vice-president and group publisher 
for Knowledge Industries Publications 
Dan Baucher said, "By choosing the 
Amiga, our readers have indicated diat 
personal computers have become an 
integral tool in presentation and produc- 
tion technologies." 

Knowledge Industries Publications, 
Inc., who publish both magazines, 
presented the award to Commodore 
Business Machines, Inc. during the 
National Associadon of Broadcasters 
(NAB) trade show. 



Woman of the world 

All of the world's most valued 
treasures are being swiped left and right, 
and all evidence points to Carmen 
Sandiego and her V.I.L.E. (Villians' 
International Legion of Evil) gang. It is 
up to you to track down and capture 
these social deviants and restore (rela- 
tive) order to society. 

In Broderbund Software's mystery 
and geographical exploration adventure 
Where in the World is Carmen 
Sandiego, you are a detective with the 
Acme Detective Agency; and you must 
figure out which member of the V.I.L.E. 
pack is responsible for die latest theft. 

Watch your step though, 'cause 
they're a motley crew. Some of the more 
slippery of the bunch include Merey 
LaRoc, a freelance aerobic dancer, Ihor 
Ihorovitch, pretender to die Czarist 
throne, and, of course, Carmen Sandiego 
herself — a double, triple, and quadruple 
agent for so many countries that even 
she's not sure which country she is 
working for. 



You begin your investigation at the 
Agency, where you receive the details of 
your assignment: what treasure has been 
stolen, where it was stolen from, whedier 
the thief is male or female, and your 
deadline for arresting the criminal. 

From here you will head to die 
scene of the crime, then after the 
criminal. The tiiief can be in any one of 
30 cities in the world. Clues to the 
criminal's identity are provided as you 
pursue him or her across die globe. 
Using die Police dossiers, the Acme 
crime computer, and the World Almanac 
and Book of Facts, you must decipher 
these clues to lead you to the criminal. 

And when you finally do catch up 
widi die guilty part)', you had better have 
the proper arrest warrant or you won't 
be able to make the arrest. You will be 
pulled of the case, and will probably 
wind up doing security check at the local 
KMart. If you do make the arrest, you 



will be promoted and assigned to a more 
challenging case. And if you're a real 
sleuth, you may find yourself tracking 
the mistress of deception herself, and 
wondering, "Where in the world is 
Carmen Sandiego?" 

$44.95 
Broderbund Softivare, Inc. 

17 Paul Drive 

San Raphael, CA 94903-2101 

(415)492-3500 

(Inquiry #218) 



Volume, volume, volume 

To bring the price of WordPerfect 
4.1 for the Amiga more in line with 
other Amiga software products, WordPer- 
fect Corporation announced diat it will 
reduce die price of the word processor 
from 5329.00 to S250.O0. The price 
reduction will mean a lower price on 

Below: 

A look at the Carmen 
Sandiego package 
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dealers' shelves, thus making the 
program more accessible to Amiga users. 

Commenting on the price reduc- 
tion, Reed Hainsworth, WordPerfect 
Corporation's manager of Amiga prod- 
ucts marketing, said, "We hope this will 
encourage Amiga users who wanted to 
buy WordPerfect but couldn't afford it, to 
go out and look at it again." 

The price reduction comes after 
WordPerfect's announcement that they 
are halting development of WordPerfect 
6.0 due to lack of sales. 

WordPerfect 4.1 for the Amiga is a 
full-featured, high-end word processor 
that features on-screen snaking and 
parallel columns, a 115,000-word 
expandable speller, an on-line thesaurus, 
macros, math, merge, and support for 
over 250 printers. WordPerfect requires 
512K memory and is available for the 
Amiga 500, 1000, 2000, and 2500. 

WordPerfect Corp oration 

1555 jV. Technology Way 
Orem, UT 84057 
(801) 225-5000 
(Inquiry #219) 



tons Fonts 

Micro Momentum, Inc. recently 
announced the availability of Lons 
Fonts, a collection of Interfont-compat- 
ible font sets. The font sets will work 
with any major 3D rendering packages. 

Each set has both upper and 
lowercase letters, numbers, and punctua- 
tion characters defined. The font sets 
included are East, Euro, Readout, Stencil 
and four others. Save yourself the time 
and frustration involved with designing 
your own 3D objects. 



$29.95 

Micro Momentum, Inc. 100 Broun 

Avenue 

Johnston, Rhode Island 02919 

(401)949-5310 

(Inquiry #220) 



Dinosaurs Are Forever 

No, it's not another all-star rock 'n 
roll jam session. Dinosaurs Are Forever 

is the latest addition in Polarware's 
Electric Crayon DELUXE series for 
children. This computer coloring book 
lets kids color 26 different dinosaurs and 
use their artwork to create and print 
custom calendars and banners. (Better 
have plenty of refrigerator magnets on 
hand.) 

Using a simple point-and-click 
method, kids can use a cursor shaped 
like a crayon to select colors from a 
palette, then apply them to areas of the 
pictures. Each prehistoric scene has its 
own palette which can be altered 
without affecting the other palettes in 
other pictures. Colors can be changed to 
any of the 4096 colors the Amiga 
supports. 

And should the pint-size Picassos 
become distraught over the shade of 
mauve they just made the dino's toes, 
they can simply click on the Oops! 
button to erase the most recent color 
applied. If they really foul up, they can 
hit the Erase button to clear the entire 
picture and start all over again. 

The program even features sound 
effects, with each screen accompanied 
by the digitized sounds of die dinosaur 
shown. Each picture also comes with a 
brief description of its subject that can be 



displayed onscreen or printed out with 
die picture. 

Dinos can be printed in color, or in 
black and white for hand coloring. They 
can be produced in regular, calendar, or 
banner fonnat. In addition to the descrip- 
tions, messages can also be included 
with the final works of art. 

Dinosaurs are Forever. You might 
have trouble telling the dinosaurs that, 
but Polarware will have die kids con- 
vinced. 

$39.95 

Polarware 

1055 Paramount Parkway, Suite A 

Batavia, Illinois 60510 

(312)232-1984 

(Inquity #221) 



Amiga alignment 

If you have ever been thrown into 
a panic-stricken state as a result of 
receiving error messages regarding your 
disk drive, you might want to consider 
having your system aligned with the 
Ami..Alignment System by Free Spirit 
Software. 

The Ami. .Alignment System lets 
you evaluate die mechanical condition of 
your internal and external 3-5" disk 
drives. The program considers the disk 
drive's alignment, speed, and read-write 
performance among other diings. 

Functions to be evaluated are 
selected from a control-panel menu 
using a point-and-click method. From 
this menu, you can select options to 
automatically test drive alignment, test 
drive speed, or test drive read-write per- 
formance, or you can choose to manu- 
ally test and adjust drive alignment. 

The Ami. .Alignment System 




Left: 

Some folks will eat 
just about anything 

Right: 

Is it a Mac, or is it 

an Amiga? 
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package includes a program disk, a 
calibration disk, and an operations 
manual which covers Commodore and 
third-parly disk drives. 

$49.95 
Free Spirit Software 

P.O. Box 128/58 Noble Street 

Kutztown, PA 19530 

(215)683-5609 

(Inquiry *222) 



Masked Mac 

Mac programs on an Amiga? It's 
either the work of a crazed madman or 
an ingenious plan to integrate the best of 
both computing worlds. One tends to 
think A-Max is die latter. 

This Macintosh emulator from 
ReadySoft lets you run Macintosh 
programs on your Amiga, giving you 
both tlie advantages of the Amiga system 
and software, as well as access to most 
of the productivity applications that have 
made the Mac such a success. 

A-Max is a combination of 
hardware and software that will run on 
any Amiga model with any amount of 
memory installed. The program requires 
either 64K or 128K ROM's; 128K is 
recommended since most Apple software 
requires 128K ROM's. 

An Apple 800K external disk drive 
is also recommended. The external drive 
will allow the user to format and write 
Mac disks, as well as use Mac format 
disks without having to transfer them 
first to A-Max format. To use die 800K 
drive, you must supply the 128K ROM's. 

The A-Max package includes the A- 
Max cartridge, an A-Max program disk, 
an A-Max utilities disk, and a manual. 

$199.95 

ReadySoft, Inc. 

30 Wertheim Court, Unit 2 

Richmond Hill, Ontario 

Canada L4B 1B9 

(416)731-4175 

(Inquiry #223) 



Don't touch that dial 

From the folks who brought you 
die NAG Schedule Assistant comes FreD, 
an index and automatic telephone dialer. 
Gramma Software's latest organizational 
tool not only lets you store names, tele- 
phone numbers, and a brief remark for 
up to one million of your friends and 
business acquaintances (memory permit- 




A Blue Ribbon Apology 

In iast month's "New Products and Other Neat Stuff" 
Blue Ribbon Bakery's Who! What! When! Where! was 
erroneously called Who! What! Where! When! The 
program's price was listed as $69.95; the correct price is 
$99.95. Also, the correct telephone number for Blue 
Ribbon Bakery is (404) 377-1514. 

We sincerely apologize for any confusion this may have 
caused. 



ting), but FreD will even dial the phone 
for you. 

With FreD (short for Freedialer, the 
company's original name for the prod- 
uct), you can store information including 
Name, Telephone Number, and Com- 
ment, in three separate fields which can 
be up to 256-characters long. Your list 
can be viewed in three different ways, 
including a table view that lets vou 
include up to 60 names on one page. 

FreD will save you from having to 
rummage dirough hordes of information. 
A one-key search feature instandy brings 
you to the section of the alphabet you 
select. And using the wild-card search 
feature, you can quickly find a specific 
group of names — for instance, all those 
beginning with the letter J. 

FreD works widi the Amiga 500, 
1000, or 2000. The program can work 
with or without a modem, and can 
interconnect to ARexx-compatible 
programs, including NAG PLUS. 

$49.95 
Gramma Software 

1 7730 15tb Avenue N.E., Suite 223 

Seattle, Washington 98155 

(206)363-6417 

(Inquiry #224) 



More time to create 

Emerald Intelligence has an- 
nounced that the deadline for their Win 
A Moniterm MAGELLAN Application 
Contest had been extended to September 
30, 1989. The extension is due to the 
delay in shipment of MAGELLAN VI.!. 



This First Annual MAGELLAN 
Application Contest will showcase 
applications or knowledgebases pro- 
duced widi the MAGELLAN Expert 
System Tool. Awards will be presented in 
three categories, including Most Produc- 
tive Application, Most Creative Applica- 
tion, and Most Bizarre Application. Prizes 
include Moniterm Monitors, MAGELLAN 
Developer version software, and MAGEL- 
LAN sweatshirts. 

Now shipping, MAGELLAN VI. 1 
features additional knowledge engineer- 
ing functions as well as improvements in 
the user interface. Also shipping, the 
MAGELLAN Interface Toolkit provides 
additional ease in interfacing MAGELLAN 
with spreadsheets in Lotus 1-2-3 format, 
SuperBase format databases, ARexx, and 
serial port and ASCII text interfaces. 

You may purchase MAGELLAN 
VI. 1 with the Interface Toolkit for 
$249.00, or without the Toolkit for 
$195.00. Registered MAGELLAN users 
may purchase the MAGELLAN Interface 
Toolkit as an upgrade for $75.00. 
Upgrades must be purchased direcdy 
from Emerald Intelligence. 

Emerald Intelligence 

3915-A1 Research Park Drive 

Ann Arbor, Michigan 48108 

(313)663-8757 

(Inquiry #225) 



•AC- 
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Amazing Show Reports 
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Ck/ca^o, Stirin^ 89 



by Ed Bercovitz 

At last year's Spring COMDEX in 
Atlanta, I was quite impressed with 
Commodore's promotional efforts. Across 
the street from the show at the Omni 
Hotel, Commodore unveiled the Amiga 
Gallery, a showcase for Amiga hardware 
and software developers. Adjacent to the 
Gallery were special sessions — complete 
with large screen video and music — for 
dealers, distributors and the press. 

Senior Commodore executives 
offered an overview of the past, present, 
and future of the Amiga's marketing and 
technological development. Demonstra- 
tions of planned products such as the 
68020 and AT Bridge cards, the Profes- 
sional Video Adapter, and Amiga UNIX 
were given. On the COMDEX show 
floor, a large number of developers from 



the Amiga Gallery manned workstations 
in Commodore's booth, demonstrating 
the wide range and power of Amiga 
hardware and software. 

Consequently, when I arrived in 
Chicago in early April for the 1989 Spring 
COMDEX, I wondered how Commodore 
would top last year's efforts. After all, 
hadn't Commodore just had another year 
of ever-increasing quarterly profits? And 
even though it had not been publicly 
announced, didn't they pass a major 
milestone with the sale of die millionth 
Amiga? Finally, hadn't there been a 
phenomenal growth in the number of 
Amiga developers and third-party 
products? 

Maybe with such high expectations 
I was destined to be disappointed, but in 



my opinion, Commodore's showing at 
this Spring COMDEX was a pale shadow 
of their excellent and imaginative efforts 
a year ago. There was no Amiga Gallery; 
there were no special presentations for 
the Amiga dealers, distributors or press; 
there were no technological previews. 
There were no third-party developers, 
other than 2 or 3 individuals who were 
there primarily as Commodore represen- 
tatives, not as promoters of their own 
products. 

Commodore's stated strategy this 
year was to keep it clean and simple and 
to target specific niche markets. Their 
booth design, with large areas of stark 
white panels superimposed on an open 
wire-frame superstructure, reflected this 



SHU 
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A look at the action 
around the Commodore 
booth. 



aphic design J 
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In a city known for great pizza 
Commodore delivered the 
Amiga with the works 




approach. "Theme" workstations around 
the periphery of the booth highlighted 
the Amiga's niche market capabilities in 
desktop publishing, graphics design, 
video, music, and business applications. 
Other than one 500, one 2500, and 
one Commodore PC compatible, all the 
machines on display were stock Amiga 
2000 's. The inner core of the booth 
consisted of an information center 
stocked with pamphlets on several dozen 
Amiga titles, an assortment of miscellane- 
ous offices, meeting rooms, and storage 
areas. 



Commodore's stated strategy 

this year was to keep it clean 

and simple and to target 

specific niche markets. 



The only concession to the usual 
COMDEX shuffler glitz was a quasi- 
theatre along one wall consisting of 16 
monitors set in a 4 x 4 matrix showing 
the "Only die Amiga Makes It Possible!" 
video. While this video might have been 
appreciated by hardcore Amiga aficiona- 
dos, it was likely overlooked by the 
average COMDEX attendee overwhelmed 
by other equally or more impressive 
displays (especially when the other 
displays were produced by professional 
firms on equipment costing tens of 
diousands of dollars more than an 
Amiga). It was unfortunate diat no one 
emphasized that die videos about the 
Amiga were produced using an Amiga. 

When I said earlier that there were 
no technology previews, I wasn't really 
being accurate. Commodore showed one 
new piece of hardware and software, but 
the fanfare was almost nonexistent so it 



would have been easy to overlook. 
Tucked in the booth's Business section 
was an Amiga with a rather strange 
looking disk icon on its Workbench, an 
icon with the word "Novell" under it. 

There were no signs or literature 
around the workstation but a few 
pointed questions revealed diat this 
Amiga was in fact a workstation on a 
Novell network. A double click on die 
icon opened a Workbench window 
showing the files on the network server 
(in this case, a Commodore MS-DOS PC). 
With a quick flick of the mouse, I was 
able to move files back and fordi from 
the server to the Amiga, or launch 
programs from software located on die 
server. 

The Novell network interface card, 
which adheres to the Zorro II specifica- 
tions, is being developed by Commo- 
dore. The porting of the Netware 
software is being done by Oxxi Inc., 
under contract with Commodore and 
licensed by Novell. Consideration is also 
being given to developing the server 
technology for die Amiga. Functions are 
provided for renaming AmigaDOS files 
so diey may be read by Macs and MS- 
DOS machines if the file formats are 
compatible. The hardware and software 
is scheduled for release in the latter half 
of the year, with pricing comparable to 
Novell products for other personal 
computers. 

This technology will be of litde 
interest for most individual Amiga 
owners, but it is exciting news in the 
corporate world. Novell is easily the 
most widely used network, and the 
introduction of this hardware and 
software will be an important element in 
allowing Commodore and the Amiga to 
break into this important market. The 
90's are being touted as the decade of 
connectivity and the Amiga, with its well 



established multitasking and multi- 
operating system capabilities, can now 
be accepted as a viable alternative to 
other system architectures in the business 
world. 

Ott the shoiv floor 

While COMDEX was, as usual, 
oriented largely towards the IBM market, 
you could, with a bit of effort, uncover a 
sprinkling of Amiga developers. This 
year's exhibitors included Abacus, 
Accolade, Anakin Research, ASDG, 
Brown-Wagh. Cinemaware, MicroWay, 
Taito, WordPerfect, and Xetec. Even 
though many of these firms produce 
products for other computers, it was 
somewhat surprising — and disconcert- 
ing — to see many of diese developers 



"By having a nearly totally 

CBM-manned booth, instead of 

zillions of third-party "guest" 

exhibitors, CBM was able to 

project a more cohesive image. " 



largely neglecting the Amiga wares in 
their booths. Only ASDG, Anakin, 
Microway, and Xetec used Amigas to 
demonstrate their products. While the 
Amiga did not have a high profile in 
many of these booths, in most instances I 
could speak to someone knowledgeable. 
I also received some literature on current 
and planned products. 

My exploration of die world of 
third-party developers unearthed a 
number of announcements and unveil- 
ings of new Amiga-specific and generic 
computer products of interest to Amiga 
owners including: 



Amazing Computing V4. 7 ©1989 



19 



DRIVE A HARD BARGAIN! 



SPIRITS ST-506 Hard Drive Adaptors lor 
A50Os. MOOD'S & AZOQO's 




Top: HOA-506 Hard Drive Adaptor interfaces IBM type 
hard drive to A500 or A1000 through expansion port. 
Below: HDA-506-2 mounted as an ST-506 hard card for 
internal installation in A2000. Same card can be 
plugged into any ZORRO slot to connect to an ST-506 
hard drive in A2000s peripheral bays. 

YOUR AMIGA DOESN'T HAVE TO USE AN 
EXPENSIVE SCSI HARD DRIVE! 

Use any off-the-shelf IBM type (ST-506) Hard Drive 
and Spirit's HDA-506 Hard Drive Adaptors. 

FEATURES 

• Adapts to MFM or RLL format. 

• Autaboot socket for optional custom 
EPROM/PROM kit permits automatic booting 
from the Hard Drive. 

• Includes 3.5' software support disk with 
Custom Driver Software, compatible to FFS 
1.3 and AmigaDos 1.2; Low-Level Formatter; 
Disk Verify; Bad Track Re-mapping and Head 
Park Utility. 

• A2000 version permits installation of 3.5" or 
5.25" ST-506 Hard Drives in A2000s peripheral 
drive ba/s. Optional steel mounting plate for 
interior Hard Card installation of any ST-506 
3 5" hard drive. 

• A500 and AT000 versions enclosed in Amiga 
matching metal chassis with 86-pin passthru. 



GET THE SPIRIT! 



Internal RAM Memory Expansion 
NEW! 512K(A501| Memory Module 

Hard Drive Adaptors. MIDI Interface 
. . . More To Come 
ORDER AND INFORMATION 
TOLL FREE 800/433-7572 




Spirit Technology Corporation, 220 West 2950 South 

Sail Lake City. Utah 84115. (8011 485-4233 

Tulsa, Oklahoma Ofhce |918) 834-2509 

Spirit Technology. Caoada. Rrjxdale. Ontario 

14161 675 2465 

Amiga ts a Registered Trademark at Commodore-Amiga I nc 

Circle 110 on Reader Service card. 



Taito Software (a division of the 
coin-op arcade manufacturer) announced 
six new game tides including Bubble 
Bobble, Renegade, and Operation Wolf 
(shipping now), as well as Sky Shark, 
Qix and Rastan, scheduled for release 
during the next six months. 

Zoom Telephonies announced 
the shipping of their EX Communications 
Processor. Priced at $595 with a internal 
2400 baud modem ($395 without the 
modem), the EX at first appears to be a 
simple voice mail system, with its ability 
to store voice messages in the 128K of 
RAM on the motherboard (more memory 
is available via a daughterboard), hard 
disk or floppy use, and die ability to 
retrieve voice messages via touchtone 
passwords. In addition, incoming calls 
can be diverted to another extension, 
outgoing phone line, fax machine, 
modem, or printer. It can be used to turn 
on a computer or other electrical devices 



"CBM can make third-party 
developers feel good if they are 

invited to participate at 

COMDEX. CBM should wine 

and dine them, just as Apple 

does. " 



via an optional AC module. 

With two serial ports, a parallel 
port, real-time clock, headset jacks, 
digital-analog converters and audio 
inputs and outputs, and socked EPROMS, 
die EX Processor seems more like a cross 
between a computer and a stereo system. 
The superset of Hayes commands and its 
programmability make it an ideal 
matchfor the Amiga's sound capabilities 
the EX for a custom application. It would 
be nice to see a smart Amiga software 
developer produce a program diat would 
allow average users to utilize the EX's 
wide range of features. A bundle of this 
hardware and software could form a very 
affordable, but very powerful, personal 
communications system. 

Avery Labels announced die 
release of 3-5 inch disk labels on 
individual sheets suitable for printing in a 
laser printer. There are six labels per 
page mounted in two rows of 3 across. 
With appropriate software such as a 



desktop publishing package, individuals, 
user groups, and small software develop- 
ers should be able to quickly produce 
high-quality, mixed text and graphics 
labels on a Postscript or HP-compatible 
laser printer. 

Xetee was showing (heir line of 20, 
40, and 80 meg internal and external 
SCSI systems for the Amiga 500, 1000, 
and 2000. They also announced new 
internal and external systems using the 
Micropolis half-height 5.25 inch 158 meg 
drives, as well as very reasonably priced 
60 meg streaming tape drives for all 
Amigas. At the next World of Commo- 
dore in California, they will unveil the 
FastRAM, an 8 meg memory board for 
use with the FastRAM. The product uses 
1 meg SIMMS and has a socket for a 
math coprocessor w^ith a projected list 
price of $119 for an unpopulated board. 

Marconi was showing their new 
mouse-compatible track ball for die 
Amiga. With an unusually well done 
ergonomic design, this trackball could 
easily be used in lieu of a mouse for 
most applications. Given Marconi's track 
record in producing trackballs for 
military and industrial applicadons, the 
quality of the construction should be of a 
high standard. 

Most people are familiar with 
mouse mats with fabric-covered work 
surfaces. More recently, Teflon-coated 
mouse mats have started coming into 
wider distribution. The advantage of 
Teflon is that it has a non-porous 
surface, and that is more resistant to dirt 
and spills, easier to clean, and low 
friction. This surface permits smoother 
mouse movements. Peak Products has 
taken die evolution of mouse mats one 
step further with the introduction of a 
Lexan mouse mat. Besides retaining all 
the benefits of Teflon, die Lexan surface 
is transparent and hinged to its rubber 
backing. The pad is slightly larger than 
average letter size paper, and you can 
insert software application templates, to- 
do lists, calendars, phonelists, etc. into 
the mouse mat and keep them handy for 
quick reference. 

Tbird-party itieivs 

The personal computer industry 
can be viewed as fundamentally a series 
of symbiotic interrelationships. No one 
manufacturer is self-sufficient in produc- 
ing all the components required by end 
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users. Usually, the computer manufactur- 
ers define the primary standards, and a 
nerwork or subindustry of third-party 
developers emerges around the standard. 

This phenomenon can be seen 
very clearly when it is almost obligatory 
for third-party developers to be at the 
booth of the manufacturer of the product 
they are developing. It is the very 
existence of a significant amount of 
third-party development that initially 
helps define a standard and then 
contributes to its expansion and growth. 
This simple fact of life is recognized by 
even big companies like IBM, which had 
60 third-party OS/2 developers in its 
booth at COMDEX. 

Given this industry reality, Commo- 
dore's decision to minimize the presence 
of third-party developers was a bold but 
risky decision. I asked some Amiga 
developers for their views on Commo- 
dore's COMDEX exhibit and the change 
in strategy from last year. I received 
some rather divergent replies: 

"Well first of all, we had our own 
bootii so that we could attract dealers 
and VAR's to our new products. Unfortu- 
nately, the Amiga market is so small that 
COMDEX becomes an ineffective means 
to reach Amiga dealers. We are already 
in touch with most of them." (A pub- 
lisher who was promoting their IBM/Mac 
lines but excluded their Amiga products.) 

"I think CBM is making a mistake 
by not having third-party participation at 
COMDEX. In my opinion, CBM has to 
attract dealers and VAR's. To do that, 
they had better be able to show a wide 
variety of applications on the Amiga. 
CBM does not have the resources 
(people nor experience) to present a true 
picture to dealers. They must rely on all 
of us." 

"CBM had better work real hard on 
relationships with third-party developers. 
With the volume of new Amigas in the 
US so pitiful, developers are going to 
have to move on to different platforms, 
i.e., Macintosh, IBM, NeXT. If it doesn't 
improve quickly and significantly, then 



"CBM can make third-party 
developers feel good if they are invited 
to participate at COMDEX. CBM should 
wine and dine diem, just as Apple does. 
These developers need a lot of love right 



WordPerfect: Why No 6.0 

WordPerfect Corporation is generally recognized as the largest and best known 
software developer supporting the Amiga. At last year's COMDEX they were repre- 
sented in both the Amiga Gallery and in Commodore's booth, and promoted their 
Amiga products in their own corporate booth as well. However, diis year WordPer- 
fect eliminated the Amiga and Atari sections, and the booth was almost totally 
devoted to their IBM and Mac products. 

While the staff in the booth was friendly, their knowledge about Amiga 
WordPerfect, Library, or the projected release of Plan Perfect was virtually nil. They 
had no promotional literature on hand, and the best they could do was offer to take 
my name and send me some information. After returning from COMDEX, I contacted 
Lynn LeBaron, head of the WordPerfect development team to ask about their non- 
participation at the show and I received the following response: 

"The WordPerfect Amiga group felt that the money diat would be spent by 
going to COMDEX would be better used in other fonns of advertising," LeBaron said. 
"We feel that COMDEX is a highly IBM-oriented show, and that consequently the 
number of potential users/dealers we would reach would not merit the cost." 

She continued, "CBM did not have third-party developers in their booth, nor 
did they have the Amiga Gallery and dealer sessions. We saw that as a confirmation 
of our opinion (above), and this of course helped us make the decision to not go. 
Had CBM invited us to be in their booth, or had the dealer sessions, we would have 
sent at least one representative." 

While this explanation seemed plausible and even a bit encouraging, within 
two weeks after COMDEX, Lynn LeBaron and Pete Petersen, Executive Vice-President 
of WordPerfect Corporation posted messages on all the major public networks 
announcing diat all new development of Amiga products was being terminated and 
that most of the Amiga programming team was being transferred to other divisions. 

The stated basis for this decision was financial. After very good initial sales of 
WordPerfect, revenues dropped off considerably, and the hoped-for revival from 
foreign sales and the release of Library had not materialized. Consequently, for most 
of the past year the Amiga division had been losing considerable amounts of money. 
WordPerfect believed the primary demand in the Amiga word processor market was 
for a program that would allow WYSIWYG display of onscreen graphics and fonts. 
Considering that WordPerfect first develops new versions and products on their most 
financially successful platforms (Mac and IBM), and considering that there are 
considerable changes in the code of WordPerfect 5.0 and 6.0 (the latter stilt under 
development), it would probably be a minimum of two years before an Amiga 
version could be released. With this timeframe, development costs, and ongoing 
maintenance expenses. WordPerfect felt they could not economically compete in the 
Amiga marketplace. 

Needless to say, this announcement caused a major furor and over the next few 
weeks. Hundreds of messages were posted on all the major networks. Fortunately, 
die exchange of views had an impact, witii a partial reversal of WordPerfect's earlier 
decision being announced. A core of Amiga programmers will be retained to 
maintain the current version of WordPerfect (i.e., to fix bugs) and to work on 
developing new enhancements and features to facilitate the ease of use of the 
program and to allow exchange of files with other versions of WordPerfect. They will 
continue to monitor the Amiga marketplace and they may reevaluate their decision 
not to do a WYSIWYG Amiga version. 

WordPerfect's reputation as a company that cares about its customers was 
furthered enhanced by LeBaron and Petersen's efforts in reading all the questions, 
comments, criticisms, and suggestions that were directed at them and responding in 
an open and frank manner. If you do not use any of die major commercial informa- 
tion services, you may write to WordPerfect Corporation with your comments and 
suggestions. 

WordPerfect Corporation 

1555 N. Technology Way 

Orem, Utah 84057 



Amazing Computing V4. 7 ©1989 



21 



Schedule 
Assistant 

Voice unci Siiuiid Reminders - 

Create your own or use NAG PLUS library. 
Perpetual Calendar -Enter 198 events per day. 

AutI) DialtT •Craran t\ YOt . mil your modem. 

ARKXX Port Commands any timed event or action. 
Notepad -Click on any word to open te\t editor. 
Print • Search • And Much More. 
Suggested Retail $79.95. A*k your dealer or contact: 
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Gramma Software 
177.10 15th Avenue S.E. 
Suite 223 

SentUe, Washington 98155 
Phone* (206) 363-6417 
l-ax #: O(Mi) 361-0424 



Circle 1 1 1 on Reader Service card. 

"By having a nearly totally CBM- 
manned booth, instead of zillions of 
third-party "guest" exhibitors, CBM was 
able to project a more cohesive image. 
The image, by the way, was UPSCALE, 
and that's nice. Notice very few A500's? 



Mostly A2500's. That's good news for 
CBM to project itself as a business 
computer maker." 

Adding it alt up 

Usually at a show such as 
COMDEX, you can expect to see a fair 
number of members of Commodore's 
senior management around the booth — 
people such as Chairman of the Board 
Irving Gould and Gail Wellington. While 
they were on hand and fairly visible 
tiiroughout the show, one individual was 
conspicuous by his low profile: Max Toy, 
President of Commodore's US opera- 
tions. Mr. Toy spent approximately 24 
hours in Chicago before heading back to 
Commodore headquarters in Westch- 
ester, PA. The reason for his limited 
appearance became evident the week 
after COMDEX, when a press release 
announced Mr. Toy's departure from 
Commodore to "pursue oilier interests". 

Mr. Toy is the third Commodore 
senior executive to leave the company in 
the last few months (the others being 
Harald Speyer, as the head of Commo- 



dore's European operations and Rich 
Madntyre, Vice-President of US opera- 
tions). It may well be that diis rapid 
turnover in Commodore's management is 
more an explanation of their poor per- 
formance at COMDEX rather than being 
symptomatic of a larger problem. 

Hopefully with new leadership, a 
new focus and direction can be defined 
for both die Amiga and Commodore. 
This will hopefully be reflected in their 
presence at trade shows such as 
COMDEX, and in dieir day-to-day 
marketing efforts. Attendance at every 
COMDEX is no longer obligatory, as seen 
by the absence this year of such big 
names as Apple, Lotus, and Microsoft. If 
they can't put on a top-notch display, 
they would be well advised to save their 
time, effort, and money by not appear- 
ing, rather than risk making a poor 
impression through a half-hearted, 
second-rate presence at COMDEX. 

AC* 



Abacus Software 

537052nd Street 

Grand Rapids, Mi 49508 

(616)696-0330 

(Inquiry #180) 

Accolade 

2081 3 Steven's Creek Blvd. 

Cupertino, CA 90514 

(408)446-5757 

(Inquiry #181) 

Anakin Researchjnc. 

100 Westmore Drive Unit 1 lc 

Rexdale, Ont, CANADA M9V 5C3 

(416)744-4246 

(Inquiry* 183) 

ASDG, Inc. 

925 Stewart Street 

Madison, Wl 537 13 

(608)273-6585 

(Inquiry #184) 

A very Business Systems 

777 E. Foothill Boulevard 

Azusa,CA91702 

(818)969-3311 

(Inquiry #186) 
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Commodore Business Machines 

1200 Wilson Drive 

Westchester, PA 19380 

(215)413-9100 

(Inquiry* 194) 

Marconi Electronic Devices Inc. 

Power Division 

45 Davids Drive 

Hauppauge,NY11788 

(516)231-7710 

(Inquiry #187) 

OXXI, Inc. 

3430 Falcon Ave. 

Long Beach, CA 90807 

(213)427-1227 

(lnquiry# 188) 

Peak Products Inc. 

12434 Cedar Road 

Cleveland, OH 44106 

(800) 782-8268 

(216)229-2578 

(Inquiry #189) 

Taito Software 

267 West Esplanade 

North Vancouver 



B.C., Canada V7M1A5 

(604) 984-3344 

(Inquiry #190) 

WordPerfect Corporation 

1 555 N, Technology Way 

Orem, UT 84057 

(801)225-5000 

(Inquiry #191) 

Xetec, Inc. 

2804 Arnold Road 

Solina.KS 67401 

(913)827-0685 

(Inquiry #192) 

Zoom Telephonies Inc. 

207 South Street 

Boston, MA 021 11 

(617)423-1072 

(Inquiry #193) 
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AMAZING FEATURES 



Amazing Exclusive: 

Inside UltraCard 

HyperText Comes to the Amiga 



by Steve Glltmor 

Since the first day I heard about 
it, I've longed for access to Hyper- 
Card. Sure, with the Amiga you get 
color and video and quad sound and 
multitasking, but you don't get 
HyperCard, the program many think 
is the greatest single conceptual 
advance in personal computing. 

The Freedom to Associate 

HyperCard is an authoring and 
browsing software environment that 
lets users freely and interactively 
navigate through data organized into 
files called slacks. These stacks 
consist of graphics and text stored in 
what appear to the user as a series of 
index cards that you move through by 
clicking on arrow-shaped icons. You 
can enter data into text fields in response 
to prompts; you can manipulate that text 
or numerical data manipulated, route it 
to different cards; or print it out as a 
report. 

The program is controlled by the 
underlying HyperTalk scripting language, 
which is used to write modular com- 
mands called handlers, that are activated 
by clicking on icon buttons, text fields, 
and even whole cards. The Macintosh's 
reputation as a user-friendly, graphically- 
oriented system was greatly enhanced by 
HyperCard, and Apple's strategy of 
bundling it with every machine has paid 
off handsomely, particularly in the 
academic environment where the Mac is 
so strong. 

In the two years since HyperCard's 
release, at least ten books, hundreds of 
commercial stackware products, and a 
wealth of public domain data, scripts, 
and stacks have been released. Online 
services like Genie, Dix, and CompuS- 
erve have large libraries and active con- 
ferences solely devoted to HyperCard 




issues, and there are several Hyper- 
specific magazines, including the stack- 
based HyperNews. 

Amiga Environments 

Several programs on the Amiga 
offer some of the functionality of 
HyperCard. MicroFiche Filer Plus can 
store a series of IFF files as well as text 
and data fields that you can scroll around 
to select; and it can be coordinated 
through ARexx with spreadsheets, word 
processors and desktop organizer 
programs like Nag Plus 3-1 and Who! 
What! When! Where!. 

The Thinker hypertext processor 
can issue DOS commands to run sound 
players and IFF picture viewers, but it is 
mainly a text processor that allows you 
to establish links and move to key words 
in different files. Emerald Intelligence's 
Magellan can also start up external 
programs under expert system control, 
but awaits the promised ARexx interface 
in Revision 1.1. Animation scripting 
programs like The Director, Lights! 
Camera! Action! and Page Flipper Plus FX 



The Amiga bos given 
computer access to a 
generation raised on 
television and now 
coming of age in the 
world of business and 
power. UltraCard 
gives Amiga owners 
the tools to fashion 
their computer in 
their own image. 



offer sophisticated handling of pictures 
and sound, but they are really aimed at 
the desktop video niche market. 

With the release of Readysoft's 
Amax Macintosh emulator, now we can 
run HyperCard using 128K ROMs in 
flickering black and white with no 
sound — providing a window into this 
brave new world of stackware. 

Enter VUraCard 

Clearly there is a demand for 
hypermedia products and a desire by 
Amiga owners to participate in this 
computing revolution. Mike Lehman of 
Intuitive Technologies, author of the 
spreadsheet program Plan/It, has 
designed UltraCard to combine the 
Amiga 's graphics power, multitasking, 
and interprocess data-sharing capabili- 
ties, with the "free association" magic of 
HyperCard. But since most Amiga users 
are not conversant in hyperware technol- 
ogy, let's begin with some basics. 

First, a few notes on the differences 
in terminology between HyperCard and 
UltraCard. Both programs use the 
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"slack" metaphor, but UkraCard calls its 
cards "frames". HyperCard constructs its 
cards with buttons, text fields, and 
bitmapped graphics drawn with a built-in 
paint program. UltraCard employs a 
different strategy to reach the same 
goals. Taking advantage of recent ad- 
vances in object-oriented programming, 
you can draw out and size objects that 
can be filled with text or graphics to 
create buttons, input data entry and 
multiline fields. Instead of an onboard 
paint program, UltraCard exploits the 
multitasking and sophisticated bitmap 
paint software of the Amiga, You can 
safely run UltraCard alongside your 
favorite paint program, create and then 
clip and load sections from your IFF 
images into objects that can be pasted 
anywhere within the UltraCard stack 
landscape. 

Stacking up UltraCard 

An UltraCard stack consists of a 
collection of frames, each of which can 
contain objects of varying sizes and 
properties. Each object exists on its own 
layer, much like an animator's transpar- 
ent overlay. You can add objects one on 
top of the other, and rearrange them by 
using the Bring Object (Forward) and 
Send Back menu items. Each frame is 
overlaid in front of its associated 
Backdrop, which can also contain objects 
of all types, These objects are common 
to all frames that use this backdrop. 

Looking into the screen, the order 
of depth of these stack elements is as 



follows: first, the objects on the current 
foreground frame, then, the foreground 
frame; then the objects on the Back- 
drop; and finally, the Backdrop. You 
can import a full-screen IFF image onto 
the Backdrop, and then layer graphic or 
text-filled objects over that. 

The UltraCard Menu 

The UltraCard menu structure is 
divided into two major areas: Browse 
and Modify. To create a frame, you first 
must select New Stack from the Project 
menu and give your stack a name. Next 
you are given a choice of screen 
resolution and number of available 
colors. 

Back in Browse mode, let's create 
an object on a foreground frame. To do 
so, select Modify from the Edit menu or 
the F2 Function key, and you are in 
Modify mode. Now press the Escape 
button or select New from the Modify 
Edit menu. The cursor turns into 
crosshairs, which you can use to drag 
out a rectangle of the size you want by 
clicking down the left mouse button. 
Releasing the button creates the new 
object and displays it with the default 
attributes. These attributes can be 
modified and changed from the Proper- 
ties and Contents menus once you click 
on the object to select it. 

The Properties Menu 

Properties include the Name, Name 
Style, Fill, Render, Drop Shadow, 



Outline, Shape, and Visible. Name 
refers to the object name, which can be 
altered from its default and then placed 
in the object or at various locations 
around it. You can adjust the color, font, 
and styling, and add a dropshadow with 
its own selectable color. Fill can be 
None, Color (selectable), or Graphic. 
Choosing graphic opens a requestor from 
which you pick an IFF image in the same 
resolution as the current stack. You can 
then extract a portion of that image and 
return automatically to the frame with 
the clipped bitmap in your object, which 
you can resize and move to any location. 

Render lets you choose between 
Clear and Solid. If the object is a bitmap, 
Clear makes any color in the image 
transparent. Drop Shadow refers to 
filled color objects, and can be one of 
three sizes or none. Outline can add up 
to three outlines in any color. Shape 
applies only to filled objects; choices are 
line, rectangle, or circle/ellipse. Visible 
is a choice of On or Off, useful when 
revealing a text field via script control. 

The Info menu item summarizes 
the current setting of the selected object's 
attributes, Hilite can be set to None, 
Inverted, or Outline to indicate object 
mouse selection, and Script takes you to 
the script editor, which you can also do 
by double-clicking on the object. 

The Contents Menu 

The Contents Menu lets you set 
properties for Value objects: single-line 





A took at The UltraCard Help Screen 
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The UltraCard editor, where you type the 
scripting commands that you use to 
write UltraCard scripts. 



data entry fields, and multiline fields. 
Value lets you Show the text, Edit or 
Lock the field, and choose the text color. 
Value Style offers the same range of 
items as Name Style. Multiline is 
enabled with Yes, which also activates 
Scrolling, with a choice of Vertical or 
Horizontal and choice of scrollbar color. 

The Hypertext menu item allows 
you to associate actions with words in an 
multiline object's text string value. For 
example, in a multiline field containing 
the word Kennedy, clicking on the name 
could initiate an action popping up a text 
field with more data about JFK, or it 
could cause UltraCard to jump to a 
completely different frame that also 
mentions Kennedy. Thus, Hypertext lets 
you make words in a value act like 
button objects. 

The Help Stack 

This feature is widely used in the 
Help Stack, which is always available by 
pressing the Help key on the keyboard. 
This stack contains a map that branches 
to descriptions of Menus, Keyboard 
commands, Object manipulations, and 
UltraTalk, UltraCard's underlying 
programming language. You can also 
navigate via the Index button, and shop 
for ideas in the How To area. 

By clicking on various buttons, and 
advancing from frame to frame via the 
arrow keys, you can explore the contents 



of the Help stack in any direction. Some 
buttons reveal text fields; others use the 
Amiga built-in speech synthesis and 
sound channels. As you get more 
proficient in creating your own stacks, 
you can add frames and link new Help 
stacks of your own to give you quick 
access to keyboard shortcuts and other 
system information at a mouseclick. 

A look inside a stack 

Now that you have had a chance to 
familiarize yourself with the basic 
building blocks from which UltraCard 
slacks are constructed, let's go beneath 
the surface of the Help stack and see 
what makes it tick. When you click on 
the Menu button on the opening Help 
Slack map frame, the mouse click 
activates a script known as a handler. 
This handler issues a command to 
"jump" to another frame within the same 
stack, and it loads a new backdrop 
behind the new frame. This backdrop 
contains an IFF picture depicting the 
exposed menu items of the Browse 
mode. 

You can't see them, but layered on 
lop of the bitmap of each menu item is a 
transparent object, a "hot spot". When 
you click the mouse down on one of 
ihese hot spots, the script handler fires. 
The UltraTalk script sets the visible 
property of a normally invisible muhiline 
text field to True, and plays a sound 



effect synchronized with the appearance 
of the Help text. Releasing the mouse 
button reverses the actions. 

Writing a script 

There are many ways to write 
UltraTalk scripts, but the niftiest is to go 
to the Modify mode, select your object, 
and choose Script from the Properties 
menu. Up pops the UltraTalk Editor, 
where you can type in your commands, 
or better yel, select AutoLink from the 
Edit menu. This temporarily returns you 
to Browse mode and superimposes a 
small window over each frame as you 
navigate. When you reach the frame you 
desire as a target for your starting object, 
click on the "Target" frame button to 
return to the script Editor and automati- 
cally enter the appropriate "jump" 
command. You can also use "Paste 
Statement" to insert UltraTalk commands 
from a glossary list without typing. 

Many users will never have to write 
a line of UltraTalk code. Intuitive 
Technologies has released a browsing- 
only version of the program into the 
Amiga freely-redistributable libraries 
available from most dealers and user 
groups. Using this Browser, you can 
enter data and manipulate it within the 
stack, but you can't make permanent 
changes lo the objects or scripts. 
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The Go Menu 

The Go menu allows you to 
navigate in a number of configurable 
ways, including First, Next, Previous, and 
Last, as well as retrace your steps in 
reverse order or choose at random from 
the 25 most Recent frames. Find lets 
you locate a text string that you supply 
and then displays that frame. Chat gives 
you access from the keyboard to 
UltraTalk, and is useful for testing and 
debugging your scripts. Interesting items 
from die Project menu include com- 
mands to squeeze out unused space 
from your stacks when fragmentation 
occurs, and to protect your data and 
scripts from accidental modification. A 
variety of Printing controls is also 
included. 

Proletarian Programming 

UltraCard stacks are a new species 
of application. They give you the ability 
to create full-featured programs for your 
Amiga that previously were impossible 
without the services of a professional. 
Commercial stacks using HyperCard have 
begun to appear in large numbers, and 
there is every reason to assume that the 
same will occur in the Amiga environ- 
ment. In fact, the narrow and unique 
graphics niche of the machine is a 
perfect match for UltraCard, since the 
program enables individuals to configure 
and personalize their systems as they 
pioneer new video and multitasking 
techniques. 



UltraCard has been designed with 
the functionality of HyperCard as a 
platform from which to expand. The 
Amiga's ability to support several 
applications simultaneously is crucial to 
the structure of UltraCard. The program 
does not use HAM or overscan images in 
its first release, but can trigger animations 
and MIDI events from within scripts as 
easily as it jumps or executes any menu 
or data processing commands. 

UltraCard's ability to automate 
and make transparent the 
intricate strategies for navigat- 
ing among many applications 
and data formats gives the 
Amiga an aura of 
professionalism for business 
use. 

You can export any frame or 
backdrop to an IFF file, or into and out 
of your favorite paint program via the 
Paint menu selection. ARexx is fully 
supported, which allows UltraCard to 
function as a front end for existing data- 
base and spreadsheet applications, 
oversee data sharing, and automate 
repetitive tasks. Users can compile 
libraries of ARexx routines, store them in 
the ConiroIRoom, and patch them as 
needed into their desktop environment. 



The significance of this intercon- 
nectivity is more titan just convenience. 
The wide variety and ingenuity of Amiga 
software has created unique problems 
along with opportunities. UltraCard's 
ability to automate and make transparent 
the intricate strategies for navigating 
among many applications and data 
formats gives die Amiga the aura of 
professionalism necessary- for business 
use. For example, an UltraCard stack 
could automate the extraction of data 
from a database or an online information 
service, and import it into a spreadsheet 
for display and manipulation. 

The advent of graphics programs 
with ARexx hooks means dial images 
from video presentations can be modi- 
fied for desktop publishing output under 
expert system control and vice versa. 
The ability to follow up a video with 
hard copy can often seal a deal. Creat- 
ing a prototype of a production in real 
time with your client's participation and 
implicit approval saves thousands of 
dollars and hours. 

UltraCard and software development 

The demand for qualified systems 
programmers is greater than the supply. 
As a result, many innovative applications 
never get off the drawing board. Profes- 
sional programmers like the ability to use 
HyperCard to convince software publish- 
ers of the validity of their application 
concepts without writing most of the 
code just to get the idea across. 




The UltraCard Control 
Room, always opened up 
and passed through when 
you enter the program. 
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On die other end of the spectrum, 
the emergence of the home office as an 
economic force is creating a demand for 
specialized software that can't be easily 
targeted by large software publishers. In 
the Macintosh community, companies 
like Heizer Software are flourishing by 
acting as a clearing house for die best of 
HyperCard stackware. A major Hyper- 
Card commercial publisher has already 
indicated an interest in porting their 
stackware to UltraCard, based on early 
looks at the pre-release version used in 
this report. 



An UltraCard stack consists of 
a collection of frames, each of 
which can contain objects of 
varying sizes and properties. 
Each object exists on its own 
layer, much like an animator's 
transparent overlay. 



UltraCard comes with a special 
stack called the ControlRoom, which is 
always opened and passed through 
when you start the program. This stack 
contains libraries of complex built-in 
script functions to which you can refer 
from your own scripts. For example, 
functions to simplify communications 



widi ARexx are located here. Also 
included are icons allowing you to visit 
the sample stacks shipped widi Ultra- 
Card. These stacks include: Names and 
Addresses, Buttons Sampler, a simple 
Calendar, an Inventory that searches, 
sorts, and prints reports; an ARexx 
Sampler; and UltraBench, a collection of 
disk-organizer utilities. As you build 
stacks , you may want to attach icons to 
the ControlRoom to permit a stack or 
odier application to be started with the 
click of a mouse. Most stacks also 
include a button to return you to the 
Control Room at any time, 

A look ahead 

Now tiiat UltraCard is here, what 
can it do for us in die Amiga community? 
For starters, it's a much-needed front end 
to the emerging video disk and CD-ROM 
technologies. Using touchscreens, the 
Amiga can now be embedded in 
environments where keyboard and 
mouse are impractical, such as retail 
stores, malls, and industrial robotic 
control systems. With UltraCard, 
teachers can create everything from 
multiple-choice quizzes to detailed — but 
non-fatal anatomy lessons. 

One of the most common uses of 
HyperCard has been the organized com- 
munication of context-sensitive informa- 
tion. You are already familiar with diis 
concept via the built-in Help features of 




UltraCard is a much-needed 
front end to the emerging video 
disk and CD-ROM technolo- 
gies. With UltraCard, teachers 
can create everything from 
multiple-choice quizzes to 
detailed anatomy lessons. 



many programs, and UltraCard offers 
more sophisticated, and consequently 
more useful, on-line expert assistance. 
My partner Tina Chase and I are plan- 
ning to use UltraCard to produce such 
stackware, concentrating on die graphics 
and desktop presentation areas where 
we do a lot of our business. 

We have also initiated discussions 
with various hardware developers to 
begin construction of interactive user 
interfaces. The continuing advance of 
ARexx indicates that our strategy of 
integrating existing programs into one 
apparent superapplication can now 
accelerate under the UltraCard graphic 
shell. In effect, we are bundling die 
Amiga with UltraCard. 

The appeal of hypertechnology is 
that it delivers on the promise of 
personal computing. The Amiga has 
given computer access to a generation 
raised on television and now coming of 
age in the world of business and power. 
UltraCard gives Amiga owners the tools 
to fashion their computer in their own 
image. 

•AC* 



Simulated UltraCard Stack, showing 
the various frames and their objects. 

"You can add objects one on top of 
the other, and rearrange them by 
using the Bring Object (Forward) 
and Send Back menu items. Each 
frame is overlaid in front of its 
associated Backdrop, which can also 
contain objects of all types." 



Intuitive Technologies, 

1 1 525 S.W. Durham Road 

Tigrard. OR 97224 

UltraCard, $49.95 
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9l<\fc 9iC Q&A&Q&A&Q&A&Q&A&Q&A&Q&A&Q&A&Q&AQ&A 

•/%-& /y^^'T-U/ Questions answered by AC'S Technical Editor Mike Morrison 



Mark Pottenger from Los Angeles, CA 
writes: 

You have figures pertaining to the run 
time of the example Mandelbrot program 
on page 86 of AC V 4.3. 1 would like to 
pass on my figures. Compiling the 
program with AC/BASIC on my Amiga 
1000, it ran for 2 hours, 17 minutes. 
Upon completion, the data on the screen 
vanished because the program returned 
to the Workbench. 

Q: How can I prevent this from 
happening? 

A: To prevent the program f mm going 
immediately back to Workbench upon 
completion, add the following code just 
before the END statement. 

m-MOUSE(0) 
WHILE MOUSE(0)-0 
WEND 

This will cause the program to pause until 
there is a mouse click. Once the mouse is 
clicked, the program will end. These lines 
of code are not needed in AmigaBASIC 
because the output window does not 
vanish when theprogram ends. 

Q&A Q&A Q&A Q&A Q&A 

Michael Ziolkowskl from Reading, PA 
writes: 

Q: How does hold-and-modify (HAM) 
mode work? 

A: HAM mode isn t easy to understand or 
explain. In non-HAM mode, the bits from 
each bitplane are used to create a 
number that represents the color register 
that the color output circuit will use to 
color the pixel on the screen. 

In HAM mode the color in the color 
output circuitry is held, and the color is 
modified, and then the modified pixel is 
written to the screen. Thep.xel is 
modified according to the way the bits for 
that pixel are set in the 5th and 6th 
bitplanes. Depending on this 
combination, the red, green, or blue 
components from the pixel to the left are 
used as the color components of this pixel. 



The best way to understand HAM mode is 
to find apiece of sample code thai uses 
HAM (a program named colorful by 
Robert Pariseau on Fred Fish disk #1) 
and observe what the code does. In 
colotful.c there is a nice explanation of 
HAM mode if this one doesn't fully help 
you. 



Q: How do the new graphics chips work 
and when will they be available? 

A: There are several different rumors 
concerning new chip sets. The 1 meg 
Agnus chip is currently being shipped in 
all 2000 and 2500 systems. The 1 meg 
Agnus chip (not to be confused with Fat 
Agnus, according to a CBM employee) 
recognizes 1 meg of chip RAM, but doesn't 
allow any new graphics modes. The 1 
meg Agnus will not ivork in AlOOOs and 
will Will require you to bring your Amiga 
to a Sewice Dealer if you want to 
upgrade. See this months Bug Bytes for 
more info. 



Achim Wurm from Wiesbaden, West 
Germany writes: 

Q: When will AC start a column on 
Assembler, similar to the "C Notes from 
the C Group" column? 

A: All of the articles that we print are sent 
in from our readers just like you. 
Because of the number of submissions we 
receive written in C, we can print a 
column each month. As we receive 
material written in Assembly language 
we will print articles. Once we start to 
receive more material we will print a 
monthly column. We'd love to herefrom 
others interested in more on Assembly. 



Lowell Zabel from Punta Gorda, 
Florida -writes: 

Q: How can I bypass the Preferences 
setting so that I can properly control my 
printer from the computer, either in 
AmigaBASIC or from a word processor? 



A; When printing from within 
AmigaBASIC or a program, send the 
output to the PAR: device. The PAR: 
device bypasses the Preferences setting 
and outputs directly to the printer on the 
parallel port. When you use the PRT: 
device, the information sent to it is 
interpreted by the printer driver that is set 
in Preferences and then sent to the 
printer on the parallel port. 

Q&A Q&A Q&A Q&A Q&A 

Warren Reese from Smyrna, Tenesee 
writes: 

I just purchased a new Panasonic 
KXP1124 printer for use with my A1OO0. 
I was using an Okimate 20. I have tried 
several different printer drivers from the 
vl.3 Extras disk and I always get a 
requester telling me 1 have printer 
problems. 

Q: Is the printer cable for the Okimate 20 
compatible with the Panasonic KXP1124 
or am I using die wrong printer driver? 

A: The printer cable that works with the 
Okidata 20 does not ivork with the 
Panasonic KXP1 124. You need to get an 
Amiga 1000 to Centronics cable. The 
EpsonQ printer driver works for the 
Panasonic KXP1 124. It is on the vl 3 
Extras disk. You can transfer the printer 
driver over to the Workbench disk by 
opening the Utilities drawer arid double- 
clicking the InstallPrinter icon. This will 
show you a list of printer drivers available 
from the Extras disk. You then select the 
one for the KXP1 124 and theprogram 
will transfer it to the Workbench disk 
where Preferences can find it. 

Q&A Q&A Q&A Q&A Q&A 

If you have a question about the Amiga 
that you would like anstvered, please send 
us a letter at: 



Ask AC 

PiM Publications, Inc. 

P.O. Box 869 

Fall River, MA 02722-0869 



Thanks - MM Tech Ed 



•AC 
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Amazing Video 



The Video Desk 



A Look Inside the World of Amiga Video 



by Larry White 

With a new generation of video 
software and accessories on die horizon, 
here is a iook at where we have been 
and where we are going. 

It's hard to believe, but it is only a 
litde more dian 2 years since I first 
powered up my brand new Amiga 500 
and found myself overwhelmed and 
excited by Deluxe Video (Electronic 
Arts). The demos showed the potential of 
the Amiga, playing animation sequences 
with synchronized sound effects and 
complete background music. Although 
even at this time, there were a few more 
sophisticated animation programs, 
Deluxe Video had a user interface that 
was simple to understand and easy to 
use. Decisions were easy and the choices 
were limited. 

Since Deiuxe Video was part of the 
same Deluxe series as DeluxePaint II and 
Deluxe Music Construction Set, specific 
instructions guided me through the 
creation of artwork, with details regard- 
ing which resolutions and palettes 
should be used, as well as the prepara- 
tion of background music. The thick 
manual's hardware and application 
sections still serve as an excellent 
reference for anyone who wants to set 
up a computer-video production studio. 

Within a few hours I had produced 
my first computer-generated video and 
transferred it to my VCR, albeit in 
glorious black and white (I was still 
waiting for the first A500-compatibie 
genlocks to be released). 

Akhough it offered synchronized 
sound and a host of video production 
tools, Deluxe Video was limited to 8 
color, lo-res (320 x 200) images. I could 
find many worthwhile applications, but I 
felt that I needed more resolution, colors, 
and overscan. 



Basically script-driven, the videos 
have a somewhat simplistic "sprites and 
bobs" appearance. Objects glide from 
place to place much as a sprite moves 
across the screen. A limited amount of 
page flipping or cell animation can take 
place within an object, animating it as it 
moves. 

Next, I experimented with Aegis 
Animator, a metamorphic animation 
program in which you show where an 
object is placed and what it looks like at 

" We now have an 
arsenal of Amiga- 
based video and 
animation tools. 
In a way, things 
were easier when 
we had less to 
choose from. " 

two or more times. The computer calcu- 
lates and then draws each frame in 
between. This would not be good for all 
applications either, as I was still limited 
to lo-res images, and I had to forego 
sound and overscan. But now I could 
use up to 32 colors. 

Learning to use Animator was a bit 
trickier than learning Deluxe Video — a 
trend diat unfortunately was to continue. 
Although packaged with its own paint 
program (Images), I was pleased that I 
could still use my other paint program to 
create drawings for backgrounds as they 
both used the same IFF format. How- 
ever, animations created by Deluxe 



Video could not be played by Animator, 
and Animator animations could not be 
played by Deluxe Video. 

I also tried page-flipping animation, 
in which you draw each frame and then 
play them back rapidly enough to create 
a moving effect. This may seem to be an 
extremely time-consuming mediod, but 
remember that the changes from frame 
to frame are small, and that you can 
quickly copy and modify a drawing widi 
almost any paint program. 

Unfortunately, even at a frame 
playback rate of only 15 frames per 
second (about die minimum for smoodi 
playback), you would need to draw and 
store 225 individual frames for a 15- 
second sequence, which is still a lot of 
time and diskettes. (Even with a com- 
pression technique such as Anim for 
playback, you will need to store the 
frames as diey are created.) 

Mindware's Pageflipper let me 
work with lo-res or hi-res in any number 
of colors including HAM. Several 
overscan formats are supported. As long 
as I kept within a format, I could work 
with any resolution my paint program 
could handle. I could even work with 
images captured with my Digiview. 

Next came the Director from the 
Right Answers group, a display and 
animation language diat literally put it all 
together. In addition to creating anima- 
tions within this program, I could now 
sequence animations from various 
programs to be played sequentially. 
Sound effects were back. 

Videoscape 3D (Aegis) intro- 
duced me to 3D animation where each 
side of the object is defined and the 
computer can generate a view from any 
angle. Again, the learning process was 
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IF YOU THOUGHT WE 
WERE HOT BEFORE, 

COME SEE US SIZZLE NOW! 



Amazing Computer systems is 
HOT. Our sizzling selection of 
Amiga products has become 
the talk of the town. We are now 
in our new location with over 
11 00 titles in stocks the hottest 
selection of hardware, 



at 



accessories and books. 
RED HOT prices. So 
remember, when you're hot 
you're hot. And when you're 
not, you're not shopping 
Amazing Computer Systems. 



Amazing Computer Systems, Inc. 

Village on the Parkway 
SIM Betftne Rd, Suite S896. Dallas. TX 75240 

|214j 386-8383 Mon-Sal lOam-Spm Thurs 10am-8pm 
Autaized Amiga Dealer MC VISA AMEX DISC Accepted 



Circle 113 on Recder Service card. 

somewhat long and tedious. 

Shortly after this, I was intrigued by 
a small ad promising Disney-like 
animation. This introduced me to Martin 
Hash's Animator: Apprentice, which 
showed remarkable capability but was 
(especially in early releases) incredibly 
difficult to learn. Dangling in front of me 
was the possibility of wrapping a 
digitized image onto a 3D animated char- 
acter and placing it in an animated 
sequence! Although I could create art 
with my paint program, again, the anim 
files were incompatible with other 
animations I had created. There was no 
sound, and backgrounds were plain, 
allowing for genlock to live video. 

While all these programs have 
worthwhile applications, and some have 
seen several minor revisions along the 
■way, the basic program design may be as 
old as the Amiga itself, and many new 
starts have now blossomed into actual 
products. 

There are even more players than 
ever before in what I call the "second 
generation" of animation programs. User 
interfaces are getting easier to operate, 



often allowing an 
instant playback 
to check your 
progress. More 
colors, including 
halfbrite (64 
colors), are 
supported by 
many of the 
programs. And 
synchronized 
sound is now 
possible with 
more packages 
than ever before. 

Each has its 
own special 
flavor. New titles 
include Fan- 
tavision (Broder- 
bund), Lights! 
Camera! Action! 
and AniMagic 
(Aegis), Zoetrope 
(Antic), and 
Moviesetter 
(Gold Disk). 
VideoScape 3D 
has demonstrated 
many improve- 
ments in version 
2.0, and Modeler 
3D (Aegis) has been introduced as a 
new, easier to use front end. Pageflipper 
Plus FX (Mindware) goes way beyond 
the capabilities of the original Pageflip- 
per. 

Martin Hash has built an entire 
series with an improved Animator: 
Apprentice as the hub. Animator: Flipper, 
Effects, Stand, and Multiplane add many 
new features to your existing animations 
and adds some compatibility with other 
programs. 

A new twist was added as pack- 
ages that were primarily paint programs, 
now have built-in animation capabilities: 
DeluxePaint III (Electronic Arts) and 
Photon Paint 2.0 (Microillusions) both 
have extensive animation functions. 

Although several animation 
packages have some drawing or paint 
functions built-in, I have always found 
them somewhat limited in these areas. 
Often, they are better for touch-up work 
than for creating original artwork. Now I 
can draw artwork and animate it at the 
same time, using all the features of two 
of the most sophisticated Amiga paint 
packages available! 



Then there are the rumors and 
promises of tilings to come. In the near 
future we can expect a revamped Deluxe 
Video (II?), Digipaint 3 (NewTek) and 
not one, but at least two completely new 
animation packages from major Amiga 
software developers. A new, more 
sophisticated, version of Apprentice 
(Journeyman) plus rotoscoping, sound 
synchronization, and titling programs are 
on the way from Hash. 

Not only has software improved, 
but during the last two years, 1 witnessed 
a proliferation of video and animation 
tools in hardware. Commodore's original 
1300 Genlock for the Amiga 1000 was 
soon in competition with 3 alt model 
genlocks: Mimetics' Amigen, Progressive 
Peripheral's ProGen and Digital Crea- 
tions' Supergen. 

Now we have several other all 
model genlocks, including Gen/One 
(Communication Specialties) and 
Scanlock (VidTech). We even have 
several sophisticated genlocks for the 
Amiga 2000 including the Magni 4004 
Genlock Encoder (Magni) and a new 
SuperGen 2000s (Digital Creations). 

We have new ways to put images 
into the Amiga. Frame capturing (Mimet- 
ics, Sunrize, Progressive Peripherals, 
Impulse) devices can grab live video 
signals and digitize them into various 
Amiga IFF formats. 

The Amiga can even be used to 
control the VCR's in an editing studio 
(Microillusions, Interactive Microsys- 
tems), and single frame controllers, such 
as Exorciser (Maurice St. Sauveur) let you 
write high-quality frames to studio model 
VCR's, 

We now have an arsenal of Amiga- 
based video and animation tools capable 
of providing a wide variety of effects 
with various trade-offs of speed and 
quality. In a way, things were easier 
when we had less to choose from. A 
frequent complaint of Amiga animators is 
tire number of false starts often arising 
when a specific image or one part of an 
animation aims out to be incompatible 
with a package necessary to produce a 
desired effect. 

During the next few months, Steve 
Gillmor and 1 will help you cut through 
ail this confusion, providing a means to 
select which software and hardware you 
will need for every application you have. 
Stay tuned. 

•AC- 
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AGA 2000 



The flickerFixer 





UNLOCK THE GRAPHICS POWER 
OF YOUR AMIGA 2000! 



flickerFixer is an advanced graphics adaptor 
that eliminates your Amiga 2000's interlace 
flicker and visible scan lines. The result: super- 
ior quality color or monochrome graphics and 
text — for such demanding applications as 
CAD/CAM, Desktop Presentation, Graphic 
Design, Animation, 3D Modeling, Video, and 
Word Processing. 

flickerFixer upgrades the Amiga 2000 with a 
flicker free 4096 color palette, has an overscan 
mode that features a screen size of 704 x 470 
pixels and drives most of the popular PC 
Multiscan and VGA monitors, including the 
NEC Multisync and Mitsubishi XC1429C. 



Accolades include: Best of 1988 Award, 
Commodore Magazine (12/88); #1 Reader's 
Choice Award, AMIGAWORLD (12/88); "The 
display is fantastic ... It is the best display we 
have ever seen on any computer system." 
Amiga GURU (5/88) 



fhckerFixeri\\s into the Amiga video slot is fully 
compatible with all software, and does not 
modify the standard Amiga video signals. For 
more information or to order, call MicroWay 
Sales at (508) 746-7341 or your Amiga Dealer. 
Priced at $595, flickerFixer Is made in the USA 
and is FCC Class B approved. 



Micro Way. . . Respected throughout the industry for high quality engineering, service and technical support. 



World Leader in PC Numerics 



P.O. Box 79. Kingston, MA 02364 USA (508) 746-7341 

32 High St., Kingston -Upon-Thames, UK, 01-541-5466 

USA FAX 617-934-2414 Australia 02-439-8400 



BickerFixer and MicroWay are trademarks ot MicroWay. Inc. Amiga is a registered trademark ol Commodore. Multisync is a registered trademark of NEC. 
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come aboard AmiEXP 

and We'll Blow You Away in TheWindy City 
AmiEXPO 

The Amiga Personal 
Computer Show 
and Conference 

July 28 - 30, 1989 

The Chicago Hyatt Regency 

151 East W acker Drive 

Chicago, Illinois 

10,000 Attendees and 120 Amiga 

Companies Will Be There. 

DON'T MISS THE FLIGHT! 




id 



Admission includes the Exhibition, Seminars, Keynotes & Amiga Artists Theatre! 

120 Amiga Exhibitors Featuring Slate of the Art Software and Hardware, at the lowest prices! 

Master Classes Available in Amiga Graphics, Video, Programming, Animation, Music and Publishing! 

Seating for Master Classes is limited; call for schedule and availability before registering. 

PRE-REGISTRATION DEADLINE IS JULY 14, 1989 

For Hotel Reservations Call the Hyatt Regency at (312) 565-1234. Deadline for hotel reservations is June 26, 1989. 

For discounted airfares, call American Airlines at (800) 433-1790 and give them this ID: S-83536. 



Register by Mail, or Bring This Coupon to the show or Call 800-32-AMIGA Nationwide (or 212-867-4663) 

For Your Ticket to The Amisa Event! 



n 



Yes, I want to come to AmiEXPO - Midwest 
_ Friday Saturday Sunday 



Registration is 
$5 Additional 
At The Door 



Two days - $20 
Three davs - $25 



NAME 

COMPANY 
ADDRESS 

CITY 



STATE 



ZIP 



i Master Class(es) - List Class and Time - $50 Each 



For MasterCard or 

Expiration Date 

Account Number 



..VISA Pavment 



Total Amount Enclosed 



Name as il appeals on card: 
Signature 



Make Check or Monev Order Payable to: 

AmiEXPO 211 E. 43rd St., Suite 301 

New York, NY 10017 



Bring Coupon to the door and get these Pre-Registration Prices! 
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AMAZING REVIEWS: 



Dungeon Master 
Datastor|h 
TheDiP 
Zany Gc __ 
Hole-in-One 



4 Battle Chess , 

mmiL Baal 
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-*Wayne Gretzky Hockey 

Deja Vu 
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OVER 450 AMIGA ENTERTAINMENT PRODUCTS 



Amazing Reviews 



Wayne Gretzky 

Hockey 



review by Bob Borgen 

As computer sports fans know, 
there are two kinds of sports software — 
games and simulations. Games are fun 
and allow players to be part of teams — 
but they are imaginary teams, made up 
of make-believe players. 

Simulations are different, however. 
With good simulations, you can coach or 
perform as an actual athlete (based on 
realistic statistics, characteristics and 
limitations). For several years there have 
been strong simulations available for 
most major sports. Now, at last, there's 
one for hockey. 

Wayne Gretzky Hockey can be 
played as a game — a very good game. 
And for those who are serious hockey 
fans, "Gretzky Hockey" ranks among the 
very best simulations of any kind on the 
market. 

Hockey is a special sport, and has 
its own grace (especially in recent years 
as fighting has become more and more 
infrequent). Because it's played on ice, 
the game has a flow and feeling of 
improvisation that makes no two 
situations alike. "Gretzky Hockey" has 
captured the combination of fluid 
motion, teamwork, and improvisation 
that makes hockey a unique sport. 

The Basics 

Imagine sitting right in the score- 
board at center ice, looking straight 
down onto the ice surface — that's the 
view in "Wayne Gretzky Hockey". The 
direct overhead view may lack the 
emotion of on-the-ice action (especially 
after the game's great opening tides). But 
after you've played about ten minutes, 
you'll realize that die overhead view is 
the best way to follow all the action, and 
the best way to get involved in the 
strategy of the game. 

At me game's most basic level, you 
can choose and control any player on 



the ice. Using a joystick (or mouse) you 
can move your player all over the ice 
(but try not to crash into the boards!), 
take shots, make passes — even demand 
passes from teammates or bodycheck 
opponents. 

Whether you play an opponent or 
the computer, your decisions are 
important to the game. Even though you 
control just one of the 12 players on the 
ice, if your player wanders out of 
position, the computer (or a smart 
human opponent) will take advantage of 
your mistake. 

For example, if you control a 
defenseman and try to rush the puck all 
the way up ice like Paul Coffey or Bobby 
Orr, you had better be good. If you lose 
die puck, your opponent will likely head 
back up ice in the opposite direction on 
a two-on-one break. Similarly, if you 
control one of the forwards and have 
him float at center ice (waiting for a pass 
and possible breakaway), the opponents 
will dominate play in your defensive 
zone. You really must play your position 
well, and be a complete team player, 
helping at both ends of the ice. 



Like real hockey players, these 
computerized players also get tired. You 
can see dieir energy levels drop as time 
goes on. Line changes are a must in 
order to keep fresh players on the ice. 

Gretzky Hockey really captures the 
feeling of skating on a rink as part of a 
team. And at its most basic level, it's a 
great way to play hockey on a computer. 

True to Life 

"Gretzky Hockey'' has all of what 
you'd expect from a sophisticated 
computer simulation: penalties, offside 
and icing calls, delayed penalties, 
powerplay and shorthanded situations, 
multiple skill levels, player fatigue 
factors, and — because it's true-to-life — 
record keeping statistical abilities. In fact, 
die true-to-life statistical capabilities are 
what separates "Gretzky" from all other 
hockey games available. 

With "Gretzky Hockey" you can 
select any one of four classic NHL teams 
(die 71 Blackhawks, 70 Bruins, 73 
Canadians, or '69 Blues). Each team has 
all the players from that year's roster, 
rated according to his statistics and 



Figure One: 

A screen from 
Wayne Gretzky 
Hockey: 
You can't get 
away with 
tripping in this 
one 
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abilities. Players are rated in eleven 
different categories: aggression, power, 
injury, skating, puck control, shooting, 
quickness, fatigue, penalty, passing, and 
checking, with a variance of 1-9 for each 
category. 

Therefore, if you choose the 70 
Bruins and select Bobby Orr as your 
player, you can probably rush the puck 
up ice. But when Orr and his teammates 
get tired and are replaced by the Bruins' 
second line, you may be controlling 
defenseman Dallas Smith, who averaged 
just five goals a year. If so, you have to 
lay back and play a steady defensive 
game, because if you try to rush the 
puck witli Dallas Smith, you'll find 
yourself behind the play, trying to catch 
up as everyone heads down the ice! 

Variables 

With Gretzky Hockey, you can play 
against the computer or a human 
opponent. You can just play, and let the 
computer be your coach making all the 
decisions, but you'll choose which player 
to control each shift. Or, you can play 
and coach (change lines to keep players 
fresh, decide on how aggressive to be on 
penalty killing, and choose who to use 
on the powerplays, etc). If Scotty 
Bowman has always been your idol, you 
can just coach, which will still keep you 
quite busy. In the "coach only" mode, 
you'll select line combinations, change 
lines when you think it's time, and 
decide on which strategies to pursue. But 
like a real coach, you'll be helpless once 
the puck is dropped. You can only sit 
back and hope your players follow your 
instructions. 

The game comes with the four 
classic NHL teams mentioned earlier. But 
you can also send away for a disk with 
all 21 teams from the 1987-88 NHL 
season (complete with accurate ratings 
for each player). And there's even talk of 
a "Dream Team Disk" featuring some of 
hockey's greatest teams from over the 
last 70 years. 

Further Options 

If those choices aren't enough, you 
can make up your own teams, complete 
with names and player ratings. Or 
include yourself among the players on 
any existing team — this could be your 
chance to play on a line with Bobby Hull 
and Stan Mikita — or Wayne Gretzky 
and Jari Kurri! 



I intend to 
sit down with a 
friend, choose 
an allowable 
point total (such 
as 1,500 per 
team), and then 
devise my own 
team by 
spreading the 
points among 
the players. That 
way, if I give 
myself a Wayne 
Gretzky-type, I 
may also have 
some less skilled 
players to make 
up for it. I like 
the idea of 
building my 
own teams, and 
with "Gretzky 
Hockey", I can 
do it. 
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An easy lo use checkbook program that/ A joystick/mouse 
does many functions that were / interface that allows 
previously cumbersome. / rapid fire action. 

-Fast checkbook balancing /- Has standard 4ft cable 

- Reports by date, class codes, /- Adjustable fire rate 

and check number / - Compatable with all Amigas 

-Easy data entry process /- Monitor rapid fire with LED 

- Custom budget setup/ - Works with your favorite 

and budget analysis / joystick or standard mouse 
-Custom setup for /- Blow away your old game scores 
check printing /- Doesn't interfere with normal operation 

- Works with / while in manual fire mode 

all Amigas ■/- Comes with full 30 day warranty 

/ - Up to 20 rounds per seconds . 

Retail / || ^^m ^^m i 
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Make check or money order payable to: 



Micro Momentum, Inc. 
100 Brown Avenue 
Johnston, RI 02919 
(401) 949-5310 
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Beils&Whisttes 

• Checking and penalties 

• Variable game length 

• Variable opponent difficulty level 

• Five different attack plays 

• Five different penalty killing 
styles 

• Overtime 

• Instant replays (which you can 
call for and control) 

• Stereo digitized sound effects 

• Color selection for teams 

• Ability to print statistics 

A Final Note 

After playing "Gretzky Hockey" for 
a while, something about the game's 
"artificial intelligence" began to stand 
out: In real hockey, goals usually occur 
as the result of mistakes. Good teams 
wait for opponents to make mistakes, 
and then capitalize on them. In "Gretzky 
Hockey" the aritificial intelligence is very 
high. And though the computerized 
players are based on real-life counter- 
parts, the computerized versions make 
very few mistakes. 

It's like watching, coaching, or 
playing on a team where players have 



Circle l let on Reader Service card. 

different skill levels, but each plays to 
the best of his ability. In other words, 
there are no "bonehead" plays by any of 
the computer-controlled players. Any 
coach or hockey player would be proud 
to be on any of these teams, 

•AC- 
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P.O. Box 7877 

Gaithersburg, Maryland 20898 

(301)963-2000 

Wayne Gretzky Hockey, $49.95 
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by Steven Kemp 

Western Games is an entirely new 
and original game for the Amiga. 
Western Games is composed of six 
contests that might be associated with 
the old west. The contests include 
Armwrestling, Beershooting, Quid- 
Spitting, Cow Milking, Dancing and an 
Eating competition. Joysticks are used to 
control the players,while keyboard 
control is available should you desire it. I 
mentioned "players" because it does 
support two players, though if you 
cannot find a "live" opponent , the 
computer can play one position. 

Western Games comes on two 
diskettes but uses only one drive. This is 
a slight annoyance, but fortunately, disk 
swapping does not occur very often. The 
documentation is rather sparse, indeed. It 
is provided inside the cover of the 
packaging and reading through it takes 
only a couple of minutes. However, I 
cannot believe that anyone could 
successfully play this game by reading 
through the documentation just once. 
Believe me, you will spend a lot of time 
studying the diagrams provided. Al- 
though the instructions are "accurate", I 
found that a few more sentences in a 
few areas would have prevented some 
confusion. Don't worry, I don't mean to 
make a mountain out of a mole hill. With 
a little practice and experimentation you 
will fill in the blanks just as I did. 

Armwrestling is the first contest 
and is pretty straight forward. The 
instructions for this contest left out one 
key word. That word is "everytime". It 
says to pull the joystick back when the 
"strength" arm is in a "strong phase". It 
should instruct to pull the joystick back 
EVERYTLME the arm is in a strong phase. 

Beershooting involves being the 
fastest and most accurate gunslinger. The 
targets are beer and whiskey glasses held 
out by two unfortunate cowpokes who 
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were in the wrong place at the wrong 
time. Maintaining calm nerves and a fast 
hand is an important part of this contest. 

Quid-Spitting is a fancy way of 
saying tobacco spitting. Don't worry, this 
contest is not as unsanitary to play as die 
name might imply. You have to bite off a 
chunk of tobacco, chew it up, and spit it 
into a spittoon sitting at the feet of the 
other opponent. Sounds simple, but it 
takes a little practice. 

Cow Milking was the most difficult 
contest for me. In fact, I never success- 
fully completed this one (and neither did 
the computer). Getting milk from a cow 
involves precisely timing the joystick 
movements. The pace is fairly quick and 
mistakes are easy to make. I could 
successfully keep the opponent from 
filling his churn but could not fill my 
own. Maybe you will have better luck. 

Dancing is another contest that 
involves accuracy and timing but is much 
more entertaining. After watching a 
dancing girl perform a few steps with 
music provided by the piano player, you 
have to repeat the same steps. Each time 
both players are successful, the dancing 
girl comes out again and does a more 
difficult step. If someone falters, they can 
get another chance if they buy the piano 
player another beer. When someone runs 
out of beer money , the contest is over. 

The Eating competition rounds out 
the contest. Players compete to be the 
first to finish a potful of stew. The trick 
here is to keep from filling your belly 
with air by improper chewing. If you do, 
you will have to belch, which is not only 
bad manners, but is rime consuming. 

When the game begins, the player 
has the option of playing all the contests 
in sequence, or any one individual 
contest. If you are going to play against 
the computer, I suggest you play the 



games individually first. That way you 
can spend as much time as you need 
figuring out how to compete success- 
fully. Each contest involves some 
combination of joystick movements. 
Sometimes the movements must be 
"timely" to be effective . At other times, 
it is more important to be accurate. 

I found the graphics and animation 
quite entertaining. Instead of trying to 
make them "realistic", the developers 
went for the cartoon characters look. 
Some of the facial expressions, especially 
the eyes, will catch your attention — but 
don't watch them too long or your 
opponent will get the upper hand. The 
music, voices and sounds are digitized 
and enhance the game tremendously. 
These sounds often provide the timing 
necessary for the joystick movements. 
When all is said and done, I have to 
admit that Western games is a lot of fun 
to play. It is certainly a lot different from 
most arcade type games. After all is said 
and done. Western Games is an interest- 
ing game that is a lot of fun to play. 
Western Games may be an extreme, but 
it is this type of creativity that can pro- 
vide quality entertainment for gamesper- 
sons of all ages and experience. 

•AC- 



DigiTek, Inc. 

10415 N. Florida Ave 

Suite 410 

Tampa, FL 33612 

(813) 933-8023 

Western Games S34.95 
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command entire legions to move against the forces of evil. 

With the almost infinite variety and multiple layers of play, War in Middle 
Earth is a game you can finish in days or weeks, or savor for months. 
It will delight and enthrall, and ultimately become a firm favorite in any 
software library. 
May your heroii hfhttf-bdiaet with success, and the forcei ofdarfmeii 



■ tj* bemiquithepl! 



tirp* Ham/Si 



I 



ij.R.R 



* Belfcli 



£ 





lit)ll<» 







,?w 



A*** 





iT7 0Rl?bR 







g-W CGA/EGA) 

"ia'CGA/EGA) 




NOWSHIPPltfgFJ 
IBM fC, PS/2, t^rii 
IBM'PC.PS^.TandyYt 
IBM PS/2 (3-W MGQA) 
SUGGESTED RETAIL: $4»,99 

sc?h:n shots taken FRoy -aMTgahbm, aepliTh 

ATATO ST VERSIONS. 

Copjrilh&9S9 by Mc!b« 

MeiboufneH^oute ii ■ nrmlx 

ihe Vjr^|n Mutcrtronft Group of carapinin 

All ToLkiwi &*r*ct«i reproduced by kind perreiui 

Of I'llr, IT) H ym*ll. 

Melbourne H ou se 
festal 7th St., 
Unit G9, Costa Mesa, 
CA 92627 -(714) 631-1001 






MELBOURNE 

HOUSE 



HARADWAITH 



Circle 1 1 7 on Reoctef Service card. 
Near tf&r&d 



The 



.>./, 



Duel 





by Joe DiCara 

If you purchased Test Drive you 
were not alone. Over 400,000 people 
bought Accolade's first attempt at a 
driving game. What made this program 
such a success, especially on the Amiga? 
First, the game format was the first of its 
kind for the Amiga and for most of the 
other machines. Test Drive attempted to 
give us a first-person perspective of 
driving a high-performance sports car. 
The game's theme was loosely based on 
the movie Smokey and The Bandit, and 
the Cannon Ball Baker Sea to Shining 
Sea Trophy Dash and Memorial Run. 

Test Drive put you and the 
machine of your choice against the 
elements, Sunday drivers and, of course, 
the Law. You had a choice of five of the 
fastest production cars ever built, and 
you were equipped with only a radar 
detector, and all the skill and boldness 
you could muster against a winding 
mountain road. Accolade also made 
good use of the Amiga's high-resolution 
graphics and sound capability. 

The result was a program of high 
visual impact and great attention to 
detail. From the opening sequence that 
introduced Accolade and Test Drive, to 
the top-score screen at the end of the 



game, great effort was exerted to 
produce a class product. I believe this 
attention to detail and Test Drive's 
polished nature made it the across-the- 
board success it was. 

So what does one do for an 
encore? How do you go about making 
the sequel to such a well received 
product? Well, you listen and read. You 
listen to the many phone calls and read 
the hundreds of letters explaining 
problems and suggesting improvements 
and enhancements. 

Customer input and comments did 
not fell on deaf ears or find their way 
into the round filing cabinet. Every idea 
was carefully noted and considered. 
When it came time to commission a new 
Test Drive, Accolade had a good idea of 
what they wanted and what direction 
they would give to Distinctive Software 
Incorporated, the system programmers. 

The result is The Duel: Test Drive 
II. Just about everything good in Test 
Drive was retained, and many things 
from our wish lists were incorporated 
into The Duel. Of course, nothing is 
perfect, and perhaps the two biggest 
complaints about Test Drive were the 
boring, repetitive scenery, and the lack 
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of head-to-head competition. The game's 
title telis you the competition part has 
been taken care of. The availability of a 
scenery disk called California Challenge , 
and an additional optional disk of super 
cars satisfies the other complaint. 

An interesting aside here concerns 
the scenery. Those who purchased the 
initial run of Test Drive and had sharp 
eyes noticed that the scenery pictured on 
the back of the box was nowhere to be 
found in the game. Accolade was 
inundated with calls from customers 
wanting to know the secret to accessing 
that flatiand scenery. Obviously, the box 
graphic was a mistake and Accolade 
quickly changed the package. But the 
appetite of Test Drive owners for 
different scenery was whetted and 
nothing short of a rewrite would satisfy. 

The game 

After The Duel's introduction 
sequence and demo run (you must 
watch this at least once), the program's 
setup menu is loaded. This menu 
displays the six icons representing the 
game options. Along the bottom of the 
setup menu are four icons. The first icon, 
Your Car, allows you to select one of the 
two cars available for your use. The next 
icon is called Other Car. This displays 
your competition if you elect to race 
against the computer. A nice touch is 
that you can generate and race against a 
clone of the car you have selected. 

The next two icons are called 
Scenery and Install. You will not need 
these unless you have the optional 
scenery or car disk, or if you want to 
install Test Drive II on a hard disk. The 
two biggest icons across the top of the 
screen show a stopwatch and an Amiga 
1000. Select the stopwatch and you load 
essentially an upgraded version of Test 
Drive and race against the clock. Select 
the computer icon and you race against 
the opponent selected, either an F40 
Ferrari or a 959 Porsche. 
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Start 'er up 

So now it's time to drive. Do you 
want to race against the clock or the 
other guy? Highlight and select one of 
the two big icons and you're off to the 
Skill Section screen. There are twelve 
levels of difficulty and, as the manual 
states, they range from Wimp to Stud. 
The first four levels incorporate auto- 
matic shifting, a result of user input. This 
feature is a big help to beginners 
because it means they have to worry 
about one less thing while they learn to 
drive. 

A feature I liked in Test Drive that 
is not in The Duel is the option to shift 
the gears as defined by the shift gate of 
each car. This allowed the driver to 
bypass a gear. It wasn't always useful 
and it took practice — especially if you 
switched cars often. It was just a nice 
touch that added to the driving experi- 
ence. 

The road to... 

After you select the level of play, a 
click starts the program loading. Soon 
you are presented with the familiar view 
of a highly detailed dash, but a glance 



out the windshield reminds you that you 
are about to drive something new. Let 
me highlight some of these new features. 

The change of scenery is, of 
course, immediately apparent, and while 
the terrain is different, the style of the 
artwork is very similar to Test Drive. 
Push the joystick forward to accelerate, 
and as the cars starts to move, you will 
notice die next major change. The road 
in the original Test Drive was a simple 
shade of grey. The Duel uses two 
alternating shades of grey for its road. 
This creates a better sense of motion and 
gives die impression of higher speed. 

The game speed is faster, but this 
graphic technique enhances the illusion. 
As you drive, you will nodce that almost 
all the gauges — gas, oil pressure, oil 
temperature, water temperature, and 
vacuum gauges — work. It pays to watch 
these gauges. Overstressing or revving 
the engine now affects performance. The 
harder you drive, the higher die engine 
temperatures get, which results in loss of 
power. Details! 

The radar detector is enhanced and 
now has different modes and alert 




Figure 2: 
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and ready to 
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sounds. You will nodce that the other 
cars you encounter are all recognizable: 
a Thunderbird, a Mercedes, and a Chevy 
Astro Van. The cops were even upgraded, 
they now have a siren. 

Probably one of the best changes 
was the interaction with the gas station at 
the end of each driving section. In the 
original Test Drive, you will recall diat 
shortly after you passed the gas sign, the 
program abniptly stopped, informed you 
that you successfully made it to the 
stadon, then presented the gas stadon 
graphic. 

In The Duel, shortly after you pass 
the gas sign you will see in the distance 
what appears to be a white line across 
the road. As you approach, you realize it 
is actually two lines, and off to the side is 
an honest-to-goodness gas station. You 
must safely gear down and stop between 
those lines or else you will not receive 
any fuel. If you are too far to the center 
of the road, you are told that die hose 
does not reach and you cannot be 
refueled. Very nice! 

To help you gauge your distance 
to the gas station diere is now a "miles to 
go" digital readout. To help measure 
your progress within each section an 
elapsed time readout is also provided. 
These readouts are overhead instru- 
ments. 

What else has changed? The road 
pitches, rolls, and curves more. Enter a 
curve at too high a speed, and the car 
will exhibit understeer. Sometimes the 
hill blocks your view down the road and 
oncoming traffic cannot be seen. Do you 
have the nerve to pass on a hill or 
around that blind curve? Pressure! 
Mountain passes have long and short 
tunnels. Hearing the echo of your thun- 
dering engine while in the tunnel might 
have enhanced the effect here. 

If you drive off die side of the 
mountain, be prepared for a little fall. 
When you crash, you get the usual 
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NEW— 



F-BASIC V2.0- 



NEW 



F-BASIC is an Enhanced, Compiled Basic Language System. 

• Complete For Serious Programmers 

• Direct IFF File Support 

• Record Structures and Pointers 



• Easy For Beginners 

• SO Fast- Beats C! 

• Recursive Subprograms 

• Over 350 Powerful Commands 

• Easy Access to Amiga Libraries 

• Comprehensive Users Monual 

• Easy Access to Amiga Windows, 
Menus, Sound, Events & Animation 

The F-BASIC '"System Also Has A Source Level Debugger 

• Debug F-BASIC™Proqrams at the Source Level— So Easy. 

• Intuition Interface— Windows for Source, Registers, Memory Variables. 

• Comprehensive Users Manual— Full Documentation. 



• Ultra Fast Floating Point 

• Sample Program Disk 
100 Examples 

• Snobol-Like Pattern Matching 



The F-BASIC" Language System 2.0— Only $89.95 
F-BASIC System and Complete SLDB-Only $149.95 



Available Only From The Manufacturer! 

SEND CHECK OR MONEY ORDER TO: 

DELPHI NOETIC SYSTEMS, INC. 

Post Office Box 7722 

Rapid City, South Dakota 57709-7722 

Credit Card or C.O.D. Cat! (605) 348-0791 



F-BASIC and FaitCom are registered trademarks of DNS, Inc. 
AMIGA is a registered trademark of Commodore/AIMGA Inc. 
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cracked windshield, but now there is a 
horrendous crash as you see the hood 
crumple. Your opponent can also crash. 
It's not at all spectacular but it proves 
that he is aiso prone to mistakes. If you 
drive off the shoulder onto the grass or 
sand while driving along the desert or 
the seashore, you rapidly lose traction 
and speed. Hit anything while off the 
road and the gear you are in may break 
and you must then shift around it. If you 
hit a sign or fence post your speed also 
drops. 

A glance at the speedometer 
reveals higher top speeds for most cars. 
Blow die engine and black smoke fills 
up the rear-view mirror. The digitized 
engine sounds are now seamless and 
very smooth in response to acceleration 
and deceleration. Most cars also have 
their own distinctive sound. After 
completion of a section you are re- 
warded with one additional life, and 
there are two new screens full of race 
statistics. 

The steering has been changed to 
self-center. I had to get used to this, but 
now I like it very much. It gives you a 
positive feel for the center, and actually 



responds as a 
real car might 
if you were to 

release the 
wheel. There 
are many more 
new features 
and details, all 
of which add 
up to a greatly 
improved 
game that will 
challenge you 
and give you 
many hours of 
enjoyment. 
Sometimes 
sequels fail 
miserably. The 
Duel succeeds 
wonderfully. 
Bumpy roads 
What would I 
change or add 
to The Duel? 
Actually very 
little. I would 
have liked 
more variety in 
the color of 
the traffic 
vehicles. An 
option to 
eliminate all traffic and cops so I could 
race the "other guy" unimpeded would 
have been very nice. A game like this 
should support the mouse, and an 
anolog joystick. Give me back my shift 
gate patterns, and let me race at night. 
Is there anything wrong with The 
Duel? Well, you might have difficulty 
setting up the game for use with the 
optional scenery and car disks. The 
program requires that all disks not be 
write-protected. I certainly do not like 
this or understand the reason for this; the 
scores and statistics are always being 
updated and retained. But in this age of 
the virus, I wonder how long my 
unprotected, non-copyable disks will 
survive? 

Compu ter requirements 

The Duel comes on a single disk. 
The game and all optional disks are 
copy-protected, but provision is made for 
installation of all disks on a hard drive. 
The second page of the manual de- 
scribes this straightforward procedure. 
Please read the instructions carefully and 



all will go smoothly. After installation, 
the program is booted from the main 
disk and then selects all other files from 
the hard drive. 

The Duel will run on all Amigas, 
needs a minimum of 512K, and uses 1.2 
or higher Kickstart. When optional disks 
are available, any additional drives are 
Utilized. A well-written 15-page manual 
documents the use and features of the 
game. The manual carefully describes the 
procedure for using the optional scenery 
and car disks and making a play disk for 
customizing the game. I have been 
assured that if you carefully follow the 
instructions, you will not go wrong. My 
bet is Accolade will receive many calls 
about that Install option screen. 

Future development 

Well, the future actually depends 
on you. If The Duel and its optional 
disks are as much a success as Test 
Drive, there will be follow-up products. 
The bets around here are that The Duel 
is so much better that there is no way it 
can miss. Accolade thinks that with 
reasonable success, optional disks could 
be available around the end of this year. 

What other surprises might 
Accolade have in store for Amiga 
owners? Well, by summer, Grand Prix 
Circuit will be released. They say this 
one will blow Ferrari Formula One away. 
I can hardly wait! 

•AC* 
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Baal 



Enter the evii world of Baal, recover the war machine, 
and save civilization — if you live! 



by Derek J. Perry 

On June 5th, 1999 an archaeological expedition finds 
a mass burial of painfully mutilated human remains. After 
further excavation of the site, the archaeologist uncover a 
large stone slab. The word "Baal" has been inscribed in the 
center, surrounded by hieroglyphics of horrid homed 
mosters of various shapes and sizes. The expedition 
decides to remove die stone slab, but in so doing they 
release Baa!, the evil deity, from inprisonment. Baal sends 
his army of demon monsters to steal a top secret war 
machine which would give him the power to rule the 
world. 

An elite squadron of soldiers are formed by the 
request of a war council. Their mission: enter the evil 
world of Baal, find the war machine, and destroy the evil 
devil god. They are code named the Time Warriors, and 
you are in control of a squad of five of them. The fate 
of the world has been placed on your shoulders; it is up 
to you to bear the task. 

Baal is produced by Pysgnosis, and it requires at 
least 512K of RAM with 68010 and 68020 microproces- 
sors. It is an autoloading program which once loaded 
is started by pressing the space bar. 

Entering HeU... 

The game consists of three domains which 
make up the lair of Baal. Each domain contains 
pieces of the War Machine spread out through it. You 
are required to find all the pieces of the machine and 
transport to the next domain. The transporter will 
not work until have obtained all the pieces of the 
machine in the domain. 

In your search for the pieces of the War 
Machine, you will be confronted with many ob- 
stacles. Force fields protect certain areas of each domain, and 
they can only be destroyed by eliminating their power source. 
The force fields are powered by large generators found near 
the force fields. Be careful not to touch a force field, because if 
you make contact with one, it will destroy you. 

You must also be conscious of the red land mines 
sprinkled throughout the domain. Step on chem and you are a 
mushroom cloud. (That's what it looks like when you are killed 
in the game.) Avoid the mines by doing flips over rhem. (The 
instruction manual calls them somersaults.) A flip/somersault is 
also the only way to make it over the gaps you will encounter 
on the walkways of the superstructure. Fall in, and you are 
vapor! 

The disgusting mutant demoms you must blast on your 
way to met their boss have two ways of nuking you. They can 
spit nasty little fireballs at you, which will weaken your energy 
shield and eventually kill you; or they can simply touch you. 
Your energy shield can only protect you from missiles and 




fireballs. If a scumbag demon monster touches you, you're toast! 
The demon monsters are nastly litde creatures that come in all 
shapes, sizes and colors. Some can fly, others have to walk , 
and some don't move around at all. There are nakes stuck to 
the ground in what looks like a puddle of slime. You will see 
flying dragons, spitting toads, and some mean old snake guys 
that shoot arrows at you. There are about six types of demons 
in the first domain alone. 

Besides your energy shield, you can use other things to 
upset the bad guys. An energy scanner acts as an early warning 
system by flashing an appropriately colored arrow at the top of 
the screen to warn you of approaching monsters. The arrow will 
flash the color of die monster that is approaching. The energy 
shield and scanner are the only two pieces of equipment, other 
then your laser cannon, that you bring into the game. All others 
will have to be aquired during play. 

As you fire your laser cannon it will lose energy. There are 
eiectrolite fuel dispensers located throughout the domain that 
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Meet a team of the friendliest 

financial organizers 

you'll ever run across. 




When you want to manage your personal finances, Money 
Mentor goes a step beyond. 

Plug Money Mentor into your Amiga and a virtual teamwork effort takes place in 
watching over every aspect of your personal finances. 

The new "C" version of Money Mentor is the friendliest financial organizer 
obtainable today! 

Now you can experience super-speed data entry, da/.zling graphic output and 
an extremely friendly attitude! 



Smart Scrolls for speed. 

Money Mentor has a truly unique sv-stem called Smart Senilis, that handles a 
diversity of otherwise tedious data entry functions and clips along saving you up 
to 70'V. of your typing time. It's a smart addition to Money Mentor, that's why we 
call it Smart Scrolls 

Money Mentor Features: 

• Net Worth Statement 

• 200 Budget Categories 

• 30 Integrated Accounts such as Checking, Cash, Savings and Credit Cards 

• Elaborate Search Routine allows editing of transactions according to your 
specific guidelines 

• Automatic Check Printing 

• Automatic Account Balancing 

• Color Graphk Reports illustrating actual vs. budgeted amounts 

• Over SO Reports to choose from! 

What they're saying about us! 

"Money Mentor bus to be the nicesi look and feel of any money manager 
package for home use that I bat vever seen. " — Amiga Sentry 

'Money Mentor is an excellent product " — Amazing Computl ng 

Money Mentor is for everyone! 

It docs more than just keep your checkbook balanced. Money Mentor helps you 
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you can use to replenish your fuel supply. This dispenser will 
also energize your energy shield. Be careful not to destroy your 
fuei dispensers; if shot, they will explode just like the force field 
generators. You can find rocket fuel pods in various locations 
around the domain which supply power to the rocket pack you 
can wear. 

The rocket pack can only be launched from a phone 
booth. That's right, I said a phone booth! Are tiiere phone 
booths in hell? Evidently, yes. Not only is a phone booth the 
only place a rocket pack can be launched, but more impor- 
tantly, it is the only place one can land. The rocket pack burns 
fuel faster than a '62 Cadillac. If you run out of fuel — and you 
■will — back in the toaster you go. Nevertheless, it is the best 
means of moving around the domain. 

While you are flying with the rocket pack, your laser 
cannon will not fire, so don't go looking for monsters with the 
rocket pack. Try to find a phone booth as soon as possible. The 
rocket pack is convenient, but it is also a pain! The last little 
helpful items that you can find in hell are weapon cartridges. 
They, once found, can increase your cannon power. There are 
four lazer modes, and diree cartridges. You start at mode one, 
which takes much-o-grande shooting to kill something, and as 
you aquire the cartridges your cannon increases it ability to zap 
those evil zipper heads. 

I played Baal at least fifty times over one weekend, and I 
never got out of the first domain. At best, I had collected maybe 
half of the War Machine pieces from the first domain. It is fun 
game to play, but it is also very difficult. At the pace I was 
advancing through the game, I'd probably meet Baal sometime 
next month. 



Circle 1 19 on Reader Service card. 

The complaint department is closed! 

Despite my inability to save the planet from the evil 
doings of Baal, I was very impressed with the game. The 
graphics are top notch, and the sound is appropriate. There is 
no music in the game, but I usually turn it off anyway. I had no 
techical problems with the game at all. It moves along with out 
having to wait for the drive to search the disk, unless you have 
scored a high score. Hey, that's the price you pay for fame! 

U I really had to come up with a problem or something I 
didn't like with the game, it would be that the game is always 
the same, as are 99-9% of all computer video games. The 
obstacles are in the same place every time you play the game. 
Once you learn the pattern of the game, it no longer becomes a 
challenge and is no longer fun to play. 

Baal is a fun and exciting game with good graphics. I 
would call it a Blastoid Deluxe game, because you just don't 
blast away aimlessly at everything. You actually have to 
outsmart some of the bad guys. This game would make a 
valued addition to anyone's game collection. I would give the 
developer a high five! 

•AC« 
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With the current detuge of Amiga 
games that seem to favor complexity 
over "old-fashioned" payability, it is 
refreshing to play a game that takes an 
old favorite and adds color and detail, 
and doesn't removing what made the 
title a "hit" in the first place. Uncompli- 
cated action! Visionary Design Technolo- 
gies has done fust diat by using Atari's 
"Defender" as a base, then greatly 
improving it with FAST detailed graphics 
and digitized sounds, without losing the 
flavor diat made die original so popular 
in the arcade craze of the early eighties. 

For those who are unfamiliar with 
Defender, the premise is relatively 
simple. The full-color medium resolution 
screen is divided into a large upper 
window and a smaller lower field which 
contains the "radar" display and other 
useful player information such as the 
number of lives, smart bombs, shield 
strength, and bonus weapons such as 
rapid-fire, missiles, etc. 

The top window contains a side- 
view of your ship, and horizontally 
scrolls a simulated planetscape. Your 
ship can cover the entire surface in 
several seconds without reversing 



direction. Waves of varied alien ships 
suddenly materialize m this window in 
constant intervals, with each wave 
containing deadlier aliens than the 
previous wave. The lower "radar" portion 
of the screen contains a miniature 
version of die entire surface with aliens, 
player(s), and men clearly shown by 
color-coded pixels. The object of the 
game is to pilot your ship to the surface 
and pick-up (one at a time) the eight 
men and bring them to safety by flying 
through the vertical gate positioned 
somewhere on the surface. 

If all eight men are destroyed or 
successfully picked up by aliens and 
convened into red mutants, the mutant 
waves suddenly materialize and (usually 
quickly) overwhelm your ship with sheer 
numbers. If you succeed in rescuing all 
eight and destroying the mutant waves, 
you get bonus points and bonus shield 
strength. You will need the bonus to 
help ensure survival of the next wave. 

The programmers of Datastorm 
also included an options screen where 
you select single player, double player, 
or double player teams with both players 
working together to complete each 
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wave. A word of warning though, the 
double player option has a bug in it: 
one player must die if the other picks up 
a rapid-fire bonus! (This cannot be 
avoided if both players wish to complete 
the current wave and continue with the 
game.) This problem is small and easy to 
fix but can be an annoying deterent to 
using the two-player option. 

Other useful options include the 
keyboard control with user-definable 
keys and the choice of starting level 
speed (starting at any level over level 
two is only for gamers with VERY FAST 
reflexes!) joystick response is very good 
but at the higher speeds I noticed errors 
in collision detection which may mean 
that shots which should have hit aliens 
seemingly pass right dirough. 

Although Datastorm currendy has a 
few bugs which should be fixed, I found 
its fast arcade action and ability to draw 
people back to play "just one more 
game" is more than payment for the 
flaws. I would recommend this game to 
anyone who has enjoyed Defender in the 
past or anyone who enjoys action- 
oriented arcade games now. 

•AC- 
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The Sun Will Rise Another Day! 
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Lords of the Rising Sun, by 
Cinemaware, is a strategy game based on 
the Gempei wars of ancient Japan. The 
Gempei wars, the result of a power 
struggle between the Taira and Mina- 
moto clans of feudal Japan, were the 
subject of many romantic and heroic 
tales in Japanese literature, which are as 
popular in Japan as the Authourian 
legends are in English literature. The 
game includes a booklet which briefly 
but satisfactorily explains the history of 
the Gempei wars, as well as, ancient 
Japanese culture and tradition. For you 
intellectual hackers, the software also 
includes a reading list on feudal japan. 

Interesting concept you can actually 

learn something from a video game! Who 
said they were only for mindless 
juveniles? 

At the break of dawn 

Lords of the Rising Sun automati- 
cally loads into memory, so you are not 
required to enter any commands to start 
the program. The loading time is 
proportional to the amount of memory in 
your Amiga. The more memory you 
have, the longer the program will take to 
load into RAM. Memory size also affects 
the speed of the game. I played the 
game on an Amiga 500 with 1 meg of 
memory and I was constantly waiting on 
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this part of the 
game, while 
allowing you to 
make some 
somewhat impor- 
tant decisions. For 
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the computer to search die disk. 

The game is controlled by the 
mouse (which left me with some real 
horror stories that I will explain later). 
Following the opening credits, you chose 
which of the Minamoto brothers — 
Yoritomo or Yoshitsune — you want to 
be. Yoritomo is older but has less battle 
experience than Yoshitsune. Thus, 
Yoritomo must prove himself by taking 
part in battle. Yoshitsune is a great 
warrior with litde leadership experience, 
so he must prove himself as a warlord. 
Choosing Yoshitsune will result in a 
purely strategic game, while choosing 
Yoritomo lets you participate in battle 
sequences. 

Battle sequences are where the 
problems with the mouse come into 
play. Because of the problems i encoun- 
tered with the mouse, I had more fun 
playing the game as Yoshitsune than I 
did playing the game as Yorimoto. But 
other than the problems with the input 
device, I noticed no difference in 
playability between the two brothers. 

Under the sun 

At the start of the game, while you 
are at your home castle, you have the 
opportunity to enter your home. On your 
first time playing the game, I suggest diat 
you do so. This will familiarize you widi 



instance, you can 
hire a Ninja to 
assassinate enemy 
generals. Entering 
your home also 
affords you the 
opportunity to 
receive your ratings 
in the following 
skills; Sword, 
Archery, Sieging 
and Leadership. 
Only the Leadership skill rating applies 
direcdy to you. The other three skills 
apply to the army at your control. 

Once you leave your home, a map 
of Japan will appear on die screen, 
displaying the numerous casdes, cities, 
missionaries and ports of the island. The 
map is used for plotting and tracking die 
movement of allied and enemy armies. 
The amiies are represented by little 
samurai soldiers carrying die colored 
banner of their clan. You move the 
armies around the island by clicking on 
them with the mouse and dragging diem 
to the desired location. The screen can 
be scrolled left and right, allowing you to 
view about one third of the map. The 
countryside on the map will change 
colors with the seasons to give you a 
time reference. Travel and combat during 
winter and through summer storms will 
fatigue an army gready. Try to limit travel 
during unfavorable conditions and. if 
possible, attack only during favorable 
weather conditions. 

Lords of the Rising Sun is a 
painstakingly slow game. Be prepared to 
spend a couple of hours playing the 
game. The longest game I played 
eclipsed the three-hour mark. If you do 
not have that much time, you can pause 
the game and save it. 

Even though the game allows 
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active participation in the combat, it is till 
basically a game of strategy. The ob- 
jective is to defeat the Taira. To do so, 
you must maneuver your three armies to 
systematically isolate and eliminate as 
many as eight enemy armies. There are 
also three allied armies and three neutral 
armies. It is possible to form an alliance 
with a neutral army so you can use it as 
your own. The neutral army will then 
change its color from grey to your own. I 
was only able to gain alliance with one 
of the neutral armies. The other two 
armies remained neutral. However, the 
neutral armies are also prone to attack 
you, so beware of them at all times. Un- 
fortunately, your allied armies (those 
under your brother's banner) are virtually 
useless. You have no control over them, 
and they very seldom do any good 
against die Taira. I can even recall an 
occasion where I was attacked by an 
allied army. 

Once you have encountered the 
enemy, either on the road or at a castle, 
you have several options. You can 
review your troops before making any 
other decisions, which I suggest you do. 
This will give you an accurate visual 
discription of your forces. You can 



bypass the encounter and continue to 
march, but this may result in the enemy 
attacking you. The Taira will always 
attack under favorable circumstances. 
Alliances and Surrenders may be 
requested from the opposition. 

Finally, you can attack or siege 
opposing armies and castles. You should 
avoid confrontation while your army is 
either lacking in soldiers or fatigued by a 
long journey or battle. Even though you 
may have more soldiers than your 
opponent, they can still defeat you 
because their army is in better condition 
than yours. This has happened to me on 
a few occasions. Live and learn! Attack- 
ing in force with multiple armies will 
almost assure victory. This is die tactic 
that I suggest; it is too easy for one-on- 
one battles to go either way. Overex- 
tending your forces will only lead to 
your demise. 

Got to love it 

When you combine a game from 
Cinemaware with an Amiga you can 
count on outstanding graphics. This case 
is no exception! I could write all day 
about the graphics, but most game 
software for the Amiga produces good 



graphics, so 1 won't drink that well dry. 
Even though the game has some 
problems I believe it is well thought out. 
The game successfully brings together 
originality, history, complexity and 
unpredictably. With some revision in 
important areas, this game could be a 
treasure to true strategiests. It is nice to 
have an alternative to Chess. 

Love to hate it 

Being outnumbered by an opposi- 
tion can be very fustrating. It makes the 
game more dian just challenging. It 
makes it demanding and aspiring! And I 
just keep going back for more. I caught 
myself a dozen times wanting more 
armies. Then I would realize that more is 
not necessarily more fun; it would 
become too easy, and easy can be 
boring. 

I have yet to defeat the computer, 
and I have been robbed a couple of 
times. I once had the Taira down to just 
two armies when I was killed by a Ninja. 
Another time my army was defeated and 
I was killed by a force of just twenty or 
so warriors after I had marched a great 
distance chasing an army I had previ- 
ously defeated. I had nearly fifty 



Right: A summer storm passes 
over the game map of central 
Japan. 



Below, Yorimoto reviews his 
troops before deciding to engage 
in Battle. 



Below: Your view of an opposing 
force as seen before battle begins. 
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warriors, but when the two armies met 
outside a Tairian castle, my faith was 
sealed — a lesson learned die hard way! 
Nonetheless, the computer's days are 
numbered, and I soon plan to trample 
the Taira underfoot and take my place as 
the ruler of all Japan. — the Shogun! 

// would be nice... 

Problems. Let's discuss the prob- 
lems I found in Lords of the Rising Sun. 
My first and biggest complaint is about 
the mouse. It is clumsy and awkward to 
use during combat. I had my butt kicked 
everytime I went into battle as Yorimoto. 
This is what I meant earlier by horror 
stories. Every time — and I mean every 
time — I went into battle, 1 was severely 
and easily defeated. Reliable control over 
your general on the battlefield is almost 
impossible to maintain. 

In my opinion, the mouse is an 
unacceptable means of input. It has 
caused me to stroll pass the enemy right 
into a stream, where I drowned. Trying 
to dodge an arrow is about as easy as 
nuclear physics, and you are expected to 
maintain control of the rest of your force, 
all with the same control. The designers 
are using the mouse to do too much. 



Cinemaware should incorporate a 
joystick for the combat phase of play. 
The mouse falls far short in combat, but 
it does do a fine job in the other stages 
of the game. 

Another problem I have may also 
be with the mouse, but I am not sure. 
When you encounter an army or a castle, 
a message appears at the bottom of the 
screen. You then have ten seconds to 
click on your general with both mouse 
buttons simultaneously. At that point, the 
program will bring up die encounter 
options menu. However, diis does not 
always happen. Sometimes the encounter 
options menu fails to appear, and the 
program then makes these important 
decisions for you. I was unable to 
establish if this was a problem with the 
mouse, or if it was a bug in the program. 
Whatever the case, it would be nice to 
have control over your own destiny. 

Earlier I talked about how useless 
the allied armies were. If you have no 
control over them, why have them? 
Having total control over them would 
even out the odds too much and take 
away from the insurmountable odds I 
enjoy so much. However, it would be 
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nice if you could control the armies' 
movement and perhaps let the computer 
control their fate. I don't know, maybe I 
am asking too much. 

Helpfuis 

The hint for the day: Rub Buddha's 
bald head and hope for the best, just 
joking! It is important that you under- 
stand that even though you are in control 
of three generals, you are only playing 
one of them — either Yorimoto or 
Yoshitsune. If you are killed dien the 
game is over, so prevent this from 
happening by using your other two 
generals as much as possible. Use your 
leader only when necessary. Try not to 
leave him isolated where the others 
cannot come to his aid in a time of need. 
If your leader gets cut off, you are 
ancient history! 

In a nutsbeU... 

It comes down to this: If you prefer 
the power of the brain over the power of 
the blaster, you will probably enjoy 
Lords of the Rising Sun. It is not an 
action-packed, "shoot everything that 
moves" game, so blastiods go h Me! It is 
refreshing to know that there is still more 
to computer gaming then ripping thru a 
half million aliens from planet "what's it 
called." Lords of the Rising Sun has its 
problems, but I still have to recommend 
it to people who like strategic games. 
Arcade-a-maniacs might not like this type 
of game, so if you don't enjoy it, don't 
say I didn't tell you so. 
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(Dungeon 

Master 



review by Graham Kinsey 

DungeonMaster, by FTL Games, is 
a breakthrough in Fantasy Role Playing 
CFRP) games for the Amiga. Although we 
have seen FRP games set new heights in 
the areas of audio/visual interface (Mi- 
crolllusions' Faery Tale Adventure) and 
complexity (the public domain program 
Moria), never before has any FRP game 
for the Amiga had so much to offer in 
both areas. 

The premise behind 
DungeonMaster is this: 
You are an apprentice to 
the Grey Lord, a powerful 
wizard whose mind and 
body have been torn in 
two by a magical force 
created from a failed ex- 
periment. Your master 
now consists of two 
entities - a good side (Li- 
brasulus), and an evil 
side (Lord Chaos). While 
the good master is 
trapped in another di- 
mension, unable to influ- 
ence the material world, 
Lord Chaos is free to 
bring death and destruc- 
tion in the material 
world. 

Though you have- 
n't been torn in two by 
the magical force, you 
are trapped in an 
alternate dimension. You 
cannot enter the material 
world as a physical entity, but you do 
have the power to funnel your thoughts 
to others, and restore life to up to four 
former adventurers whose attempt to 
confront Lord Chaos in his dungeon 
resulted in their gaining a preferred spot 
on the Lord's trophy shelf. Your goal is 
to revive the four champions, then help 
them traverse the perils of Lord Chaos' 
dungeon and recover the FireStaff, a 
potent magical device that will allow 



your good master to enter this world and 
destroy Lord Chaos. 

At the start of any new Dungeon- 
Master game, you are placed at the 
entrance to the dungeon. Upon entering 
die dungeon, you will find yourself in 
the Hall of Champions, where 24 adven- 
turers are trapped in magical mirrors. 
You may magically touch a mirror to 
examine on the information screen the 




abilities and characteristics of any cham- 
pion. The information screen displays the 
champion's Health, Stamina, and Mana 
ratings. Health is equivalent to hit points, 
while Stamina shows the champion's 
physical condition. Mana deals with the 
champion's ability to cast magical spells. 
Some characters will have a Mana rating 
of zero, which means they are not able 
to cast spells. 



Next to these ratings is die Load 
rating, which tells how much weight (in 
kilograms) a champion may carry while 
walking without becoming fatigued. 
Also, you can immediately see if the 
champion still holds any material 
possessions (that Lord Chaos didn't 
bother to snatch before imprisoning 
him/her). Click on the Eye icon (more 
on the user interface later) to view the 
champion's ratings in the cate- 
gories of Strength, Dexterity, 
Wisdom, Vitality, AntiMagic, 
and AntiFire. You may also 
find out how far (if at all) the 
champion has progressed 
in the four professions of 
Fighter, Ninja, Priest, 
and Wizard. 

If you decide to 
revive a champion, 
you can click on 
either the Resurrect or 
Reincarnate icons. Resurrect 
will return die champion 
to life exacdy as he/she 
was before death. Re- 
incarnate will 
wipe out a cham- 
pion's memory 
(wiping out 
progress in the professions), 
and channel that knowledge 
into increased physical 
abilities. Once you have re- 
vived four champions, walk 
down the stairs, and begin the 
adventure! 

No typing text adventures 

DungeonM aster's user interface is 
100 percent mouse-oriented. If you are 
sick of text adventures, and typing in 
general, you'll love DungeonMaster. 
When you see an object lying on the 
floor, you don't have to type any 
command in order to pick it up. You just 
move the pointer to the object and click 
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on die icon. When you want to attack a 
monster, cast a spell, or open a door you 
simply use the mouse to select various 
icons. Although there are dozens of icons 
in DungeoniVlaster, two thirds of the 
screen is still devoted to the dungeon 
view display (unlike Bard's Tale's tiny 
view section). 

Not only are graphics used to 
display icons, they are used for just 
about everything else in DungeoaMaster. 
When a monster approaches (from the 
front, that is) you can clearly see a 
colorful creature moving in front of you, 
just waiting to inflict injury. Every object 
in DungeonMaster is also represented by 
a graphical image. Thus, by simply 
activating the characters' menu, you may 
view what the characters hold in their 
various storage packs. And, needless to 
say, the walls and floors of the dungeon 
are filled with important objects able to 
affect your party - sometimes drastically. 

Strategic planning 

Although I've thus far only talked 
about the audio/visual interface, Dun- 
geonMaster is by no means all eye/ear 
candy with no adventuring "meat" 
contained within (unlike Faery Tale 
Adventure). As far as the adventure itself, 
there are tilings you have to worry about 
before you ever encounter a monster. 

Although clothing is not a factor in 
DungeonMaster (in terms of protection 
against the elements), water and food are 
critically important. While water can be 
found in unlimited supplies at various 
fountains throughout the dungeon, 
finding containers to keep the water in 
can also be a problem. Usually, though, 
your party will run out of food before 
running out of water. 

Not only can a character perish 
from malnutrition, but a character's 
stamina can deteriorate rapidly just from 
missing a meal or two. Although pieces 
of food are located in many rooms of the 
dungeon, many characters have no food 
to start with, so keeping an adequate 
food supply can be a difficult task in 
itself. Of course, there is another way of 
obtaining food besides picking it off the 
floor. You can kill and eat certain 
monsters. 

Your arsenal 

Speaking of killing monsters, 
DungeonMaster offers several ways of 
accomplishing this. First of all, characters 



with no weapons can always use their 
hands and feet. Of course, most dragons 
would snicker at someone who would 
dare try to kilt them without a real 
weapon (even highly skilled Ninjas in 
DungeonMaster cannot karate chop 
monsters to pieces). 

There are also a variety of hand- 
held weapons, each of which can be 
used in up to three ways. (For example, 
the attack options for an Axe are Swing, 
Chop, and Melee.) However, characters 
who are not very skilled Fighters may 
not be able to use all the available 
options. 

Ranged weapons such as daggers 
and throwing stars can be used as is, but 
an arrow isn't of much use if you don't 
have a bow. For ranged weapons 
(whether they are thrown or launched 
via another device), a special pack in the 
character menu can store up to 4 
projectiles. After one is fired, the next is 
automatically readied for use without any 
extra input from you. 

Three dimensions of death 

As you might expect with 
DungeonMaster's graphical interface, 
whenever you fire a ranged weapon, it 
flies in 3D towards the target! There are 
magical weapons too, such as rings and 
staves. There is also something called a 
magical box which allows you to 
imprison any monster in the box, and 
later release it back into the world. (Just 
like a Efreeti Bottle, for those who play 
AD&D.) Not only does this device allow 
beginning parties to neutralize monsters 
they just can't handle, it allows advanced 



parties to save food-producing monsters 
for later consumption (sort of like a 
medieval TV dinner). 

Bubble, bubble... 

There is one final and very 
important method for killing monsters: 
the magical spell. DungeonMaster's spel! 
system is different from most in that a 
spellcaster never casts a spell at once, 
but rather recites spell components, 
called syllables, to form a spell. The four 
types of syllables are Power, Elemental 
Influence. Form, and Class/ Alignment. 
Each syllable requires a fixed amount of 
Mana points to be used. All spellcasters 
know every syllable and, as long as they 
have enough mana points (surprisingly, 
even the most powerful symbols don't 
require all that many Mana points), they 
can cast any spell. 

However, only certain combina- 
tions of syllables when uttered will 
produce a meaningful effect. At the 
beginning of the game, no spell formulas 
are known by any spellcasters, no matter 
how far they have progressed in the 
Wizard or Priest professions, The only 
way you can find out about spell 
formulas (other than trial and error) is to 
obtain spell scrolls located inside die 
dungeon, 

Once you have learned a spell, 
though, you often have flexibility in 
casting that spell. Although there are four 
types of syllables in DungeonMaster, 
only three actually define a spell. The 
fourth one, the Power syllable, deter- 
mines die spell's strength or power. This 



Right 

In Dungeon 
Master, you 
neuerknow 
what might 
come up. 
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makes it easy for a novice Priest or 
Wizard to use a spell, even if die spell is 
just too hot for the spelkaster to handle 
at average strength. 

One very different aspect to 
spell casting in DungeonMaster is that 
you need not destroy a monster with a 
spell to progress in the Priest and Wizard 
professions. All you must do is practice 
casting spells. This means you don't 
always have to face dangerous monsters 
to become a powerful Priest and/or 
Wizard. One nasty side effect of this, 
however, is diat any champion who 
starts the game without any Mana points 
is at a SEVERE disadvantage. You may 
eventually find this character's Health 
rating is only half that of his companions, 
as characters can progress in all four 
professions instead of just two. (When a 
character gains a new level in a profes- 
sion, one or more of his six attributes 
will randomly increase, no matter what 
profession he/she has advanced in.) 

While all the tools and powers a 
party has may seem more than adequate 
to get the job done, the perils your party 
faces are troublesome, to say the least. 
The monsters in DungeonMaster are not 
only numerous, but varied in attack 
methods. In addition to normal physical 
damage being inflicted, many monsters 
can also deliver poison into a character's 
body. As you might expect, once a 
monster delivers poison, it will weaken 
and eventually kill the character unless 
the poison is neutralized. 

Other monsters have ranged 
weapon capabilities, or tough hides able 
to withstand the impact from most 
blows. Some are completely impervious 
to physical attacks as they have no 
physical body to be damaged. There is 
also a monster called the Gremlin who 
lives to prey upon unsuspecting parties, 
quickly snatching an object right out 
from the character's pack, and running 
away into die depths of die dungeon 
before your party even knows what has 
happened. Monsters don't always attack 
from the from, though, so your party 
must remain on guard on all four sides at 
all times. 

But perhaps the most dangerous 
aspect of combat in DungeonMaster is its 
real-time quality, which means monsters 
certainly won't wait for your party to 
ready their weapons before trying to 
slice them to bits. So in DungeonMaster, 
hesitation on your part can have serious 



ramifications. Of course, you can always 
hit the Escape key at any time to freeze 
the game. But, unless you can act very 
quickly once the game resumes, this may 
just prolong the terrible fate of your 
characters. 

Even if a monster isn't around to 
harm them at the moment, your charac- 
ters must still be on the lookout for traps 
and tricks Lord Chaos has planted 
throughout the dungeon. Open pits can 
bring quick death if a novice champion 
should fall into one. Fireball launchers 
can roast a party before you can even 
figure out how to avoid them. 

What's even worse about the traps 
in DungeonMaster is that often they are 
triggered widiout your noticing. For 
example, there are hundreds of pressure 
plates on the floors in DungeonMaster, 
bodi large and very small. Until your 
party actually steps on the pressure plate, 
you have no idea what might happen. 
And not only must you constandy look at 
die floor in DungeonMaster. you must 
also keep an eye on the walls. 

There are also hundreds of buttons, 
levers, and switches in DungeonMaster 
diat also cause a variety of events to 
happen when activated. Whenever you 
seem to be stuck in DungeonMaster, 
chances are you have just walked right 
past a button diat might very well open a 
passage. (Trust me, it's impossible to 
notice every button in DungeonMaster's 
walls the first time you approach them!) 
Since many of the buttons are very tiny, 
even when direcdy viewed, it is almost 
impossibe for DungeonMaster to be 
played by people with impaired vision. 

Many other features in Dungeon- 
Master are often in the form of puzzles 
like teleporting beams, force fields, 
deflection beams, keys and locks (there 
are many different key shapes/colors in 
DungeonMaster), coin slots, pressure or 
item-activated tables, disorientation traps, 
concealed passages, and inscribed 
messages on the walls. 

The sounds of the dungeon 

There are other features of 
DungeonMaster I've not yet touched, like 
die sounds in the game. Often, you can 
hear monsters ahead in the distance way 
before you can ever lay eyes on them. 
Also, even if you don't see a pressure 
plate in front of you, you will know 
when you have triggered one when you 
hear a foreboding clicking sound. Also, if 



a character dies, altars of resurrection are 
scattered throughout the dungeon. 

As long as one of your characters is 
alive, you always have a chance in 
DungeonMaster (but keep in mind diat a 
deceased character's remains are not 
exacdy light as pastries, and a wounded 
character may have enough trouble just 
trying to carry his own possessions). Of 
course, you can save the game at any 
time. DungeonMaster will never alter the 
saved game disk, even if all your 
characters die. 

There really are very few bad 
points to DungeonMaster. The only 
major complaint I've heard from Amiga 
users is that you can only store one 
saved game per disk in DungeonMaster, 
which will require you to devote a few 
more floppies to the game dian you 
should have to. Since DungeonMaster 
was ported from the Atari ST to the 
Amiga, the graphics aren't up to Amiga 
standard. If they used HalfBrite mode 
with its 64 colors in lores, instead of the 
ST's 16 colors in lores, DungeonMaster 
would have been even more spectacular. 
While the sound effects were improved 
for die Amiga version, the memory 
requirement was also increased to one 
megabyte of memory. If tiiey did that, 
they could have at least improved the 
graphics somewhat. 

Yet, as is. DungeonMaster still 
completely blows away any oilier FRP 
adventure game on the Amiga market 
today, and it may do so for some time to 
come. If you want a taste of just how- 
good role playing games can get on die 
Amiga, DungeonMaster is as close as you 
can get to maximizing the full potential 
of your Amiga. 

•AO 
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Golf 



review by Joe DiCara 



What are the two most frustrating 
sports? In my opinion, they are tennis 
and golf. Because they appear so simple, 
everyone gives them a try. However, it 
soon becomes obvious that they are 
complex and technically difficult games 
to master. The novice soon becomes 
frustrated. What began as a fun game 
quickly turns into a nightmare of 
frustration. The countryside is soon 
covered with bent rackets and clubs. 

But often from the ashes of such 
frustration, arises an idea that returns 
these games to the gentle, relaxed nature 
that the inventors originally had in mind. 
In the case of golf, that idea is called 
miniature golf. Now the countryside is 
dotted with colorful, brightly lit, carnival 
like little parks filled with young and old, 
laughing as they try to knock little Easter 




egg-colored balls into one unusual 
destination after another. 

So when Electronic Arts announced 
Zany Golf as the golfer's ultimate fantasy 
and nightmare, they had miniature golf 
and this program correcdy pegged. Zany 
Golf captures everything that is miniature 
golf. The opening tide screen is a 
delightfully animated sign right out of the 
Fifties, with lighthearted arcade music 
playing in die background. Immediately, 
you know you are going to have fun 
with this game. Zany Golf is miniature 
golf with wild and imaginative holes that 
can only be done in the mind of a 
computer. This game gives up to four 
players the opportunity to maneuver 
their ball on a nine hole course — 
through flashing lights with crazy music, 
under a jumping hamburger; dodging 
laser beams, particle rays, and transporter 
pads. Balls careen unexpectedly, 
disappear in a burst of fireworks and are 
transported to another level. The 
imagination is unleashed in holes 
featuring moving walls, magic carpets, a 
casde and the classic windmill. There is 
even a Secret Hole! 

The art work, music, and player 
interface are very nicely done and 
manage to maintain the lighthearted fun 
and atmosphere of the game. Each hole 
has its own title screen and an overview 
of the hole, which diagrams and 
describes your objective. When all 
players are ready, a click of the mouse 
presents the golfers with the challenge at 
hand. Each hole is a super-sized, 3D 
screen. You use the mouse to scroll 
around the screen, because the tee and 
the hole usually cannot be seen at the 
same time. 

After you've peeked at the hole, a 
click on your golf ball activates die 
aimer. Drawing back on the mouse 
stretches a line that represents the 
direcdon and power of your stroke. Each 
player starts out with five strokes. When 
you hole-out, the remaining strokes are 



carried over and added to the number of 
strokes for the next hole. If at any time, 
you use up all your strokes, the game is 
over for you. But fear not, there are 
many ways to receive bonus strokes or 
extra shots. 

Zany Golf is enjoyable. All mem- 
bers of the family can join in on the fun. 
This game is available on all the popular 
types and brands of computers, and is 
based on an Apple IIGS program. All the 
art, music, and code were originally 
done for the IIGS. 

There are times that the action 
slows a Hide, which is direcdy related to 
the program's origin. Apparently, nothing 
was done to optimize the code to take 
advantage of the Amiga's ability to 
display more colors and move more 
objects faster. What you see and hear is 
the same as what you get on the IIGS - 
no better, no worse. That's my only 
criticism. 

Zany Golf comes on a single, copy- 
protected disk. The protection scheme is 
the key disk method — you can make the 
backup copy you need, but at boot-up, 
you will be asked for the original disk. A 
simple instruction sheet explaining boot 
instructions, game play, and copy 
protection is included. 

Oh yes, the Secret Hole! If you 
want to know more about it, read on, 
otherwise stop here. 

On one of the holes if you look 
carefully, you might see a little mouse 
peeking out. Wait until his eyes light up, 
then shoot the ball into his hole — and 
surprise, surprise! Shoot straight and 
have fun. 

•AC* 
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review by Stephen Kemp 

When was die last time you visited a 
miniature golf course? Hole-In-One offers 
just about everything that putt-putt does 
with the possible exceptions of fresh air 
and the feel of a putter. The game comes 
on two diskettes that contain the 
program and four courses. Three of the 
courses offer the usual assortment of 
odd-shaped putting greens with an 
unusual hole thrown in just for the fun of 
it. However, there is one course which 
contains "holes" that you would probably 
find in an art gallery rather than on a golf 
course. More on this later. 



replay of the last shot. Watching the 
replay may help you understand how to 
improve your shooting. Another option 
allows you to attempt your last shot 
again. The Retry option can be used to 
backup every shot on a particular green, 
Don't worry though, opponents can't 
cheat on you (or vice-versa) because the 
retry option will not work when there 
are multiple players. An option called 
Contour is provided so that you can get 
a topical (elevation) view of the hole, if 
there is such a view. And finally, an 
Options menu is provided to toggle the 
sound, player's prompt, expert mode, or 
to skip to the next hole. 



Hole-in-One 
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When the game begins, you have 
the option of selecting the tutorial or one 
of the courses displayed on the screen. I 
went directly to the first course but later 
went back for the tutorial after not doing 
as well as I would have hoped. The 
tutorial allows you to practice ball 
position, direction control and putt 
strength. More importantly, the tutorial 
will help you to recognize the particular 
"features" of the green. Sand and water 
are not too difficult to recognize, but it 
helps to understand how contours (hills 
and valleys) are represented. 

The game is controlled entirely by 
the mouse. Position the ball on a starting 
pad with the mouse and "stretch" the 
mouse away from the ball to control the 
strength of the putt. A line is displayed 
(when not in expert mode) on the screen 
that graphically represents the strength 
and direction the shot will take. It will 
take a little practice, but it's not as 
difficult as it may sound. 

Menu options are provided to assist 
you during the game. One option allows 
you to display the scorecard. If you have 
a printer you can print the card out. A 
Replay option lets you see an instant 



The sounds provided in the game 
are digitized and entertaining, especially 
when you make a hole-in-one. The 
graphics are also excellent, which brings 
me back to the "artistic" course I 
mentioned. Each hole is a picture. That's 
right — just like a painting. In fact, 
sometimes it is difficult to tell just where 
the hole is and which way to shoot the 
ball. However, this just makes the holes 
a little more intriguing. The entire game 
is quite a lot of fun and offers hours of 
entertainment. 

•AC* 
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Deja 
Vu 



By Bruce Jordan 

So what's a louse like you doing in 
a dump like this? The answer to this and 
other questions is the object of the 
interactive adventure game Deja Vu 
(subtitled: A Nightmare Comes True). 
However, this game is anything but a 
nightmare. 

Personally, I have a problem with 
most adventure-type games. The 
dialogue portraying the imaginary world 
never quite matches the image in my 
head, and this can be a bit frustrating. 
For instance, you're told there's a statue 
of a demon in the east corner of the 
room. I respond, "Twist its horns." The 
game replies, "What are horns?" I ask 
you, what self-respecting demon doesn't 
have horns? 

Anyway, the folks at Mindscape 
have changed all this with their inven- 
tive, interactive, graphic format. Through 
a framed window on the screen, Deja Vu 
shows you EXACTLY what your imagi- 
nary world looks like. You can touch, 
move, operate, and interact directly with 
objects and people within this imaginary 
world. You can even pull objects out of 




the 
picture! 

Deja 
Vu takes you 
into a film-noir 
world of the thirties. It's a 
journey through the seedier side, 
where violence and passion are the rule, 
and life is cheap. You are a hard-boiled, 
two-fisted detective-type, caught up in a 
tangled web of intrigue and murder. The 
mystery to solve is complete! No 
compromises, and no background clues. 
It's a hunt for answers to questions such 
as, "Who am I?"; "Who's done what to 
whom?"; and "How do I get myself out 
of this mess?!" You're on your own, with 
nothing but your own wits to guide you. 

The best way to get started with 
Deja Vu is to read the manual. It is brief 
and welI-written(complete with tough- 
guy dialect). Although it was intended 




for a Mac, it more than adequately 
explains to Amiga users the various 
windows and gadgets used in playing, 
as well as. explaining how to save or 
load a game. A brief addendum tells 
Amiga users how to boot the game from 
the Workbench. 

The layout of Deja Vu's playing 
screen is well-done, almost self-explana- 
tory. The screen is broken up into six 
separate windows: the Action window, 
Inventory window, Command window, 
Exits window, Dialogue window and a 
window entitled Self. This last window is 
for when you wish to do something to or 
for yourself, such as eat food. 

In the Action window, you see the 
unsavory world around you — die slea2y 
dives, dark alleyways, and suspicious 
characters. What you see is what you get, 
though it's not always obvious! By using 
the mouse pointer, you can examine and 
move objects, as well as interact (shoot, 
hit, bribe, and speak) witii the various 
low-lifes you encounter. Surprisingly, 
certain things you do in the Action 
window can result in some of the wildest 
digitized sound effects you've ever heard! 
The graphics in the Action window are a 
bit coarse, but well-done and show lots 
of character. 

Just to the right of the Action 
window is the Inventory window. The 
Inventor;' window is where you place 
things that you wish to take from the 
Action window. To pick something up, 
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take from the Action window. To pick 
something up, place the pointer on the 
object in the Action -window, hold down 
die left mouse button, then drag the 
object into your Inventor)' window. So, if 
you find a gun in the Action window and 
drag it into die Inventory window, you're 
now packing a piece, buster! 

The Command window gives you 
eight commands: Examine, Open, Close, 
Speak, Operate, Go, Hit (it's a violent 
world out there!) and Consume. Each of 
these commands allows you to carry out 
actions on the people and objects in 
either the Action or Inventor)' window. 
This is done by first clicking on die 
object or person to be acted on, and 
then clicking on one of die eight 
commands. 

The Exit window is an interactive 
display of all the possible ways to move 
within die area shown by the Action 
window. For instance, if you wanted to 
go through an open doorway shown in 
the Action window, you could either 
click on the open doorway in die Action 
window itself, or click on its representa- 
tion in the Exit window. 

Located near the bottom of the 



screen is die Dialogue window. The 
Dialogue window gives you a brief 
description of the action and dialogue 
currently taking place. A convenient 
scrolling gadget located on the side of 
this window, allowing you to scroll back 
a few lines in case you want to review 
something which has previously hap- 
pened. However, make sure you keep a 
pencil and paper handy for writing down 
just die facts, ma'am, because you can 
only scroll back so far. 

Do I make it sound too easy for a 
die-hard adventure game fanatic like 
yourself? Well, forget it! This game is no 
pushover. You ain't gonna unravel this 
whodunnit in one evening, let alone 
survive! There are plenty of red herrings 
to trip you up and, just as you think 
you're beginning to make some prog- 
ress— WHAM! It's Backtrack City! 

To make matters worse, those 
fiends at Mindscape have added yet 
another element of danger. As you play, 
it becomes increasingly obvious that 
you've been drugged with something 
which causes memory loss. As gameplay 
continues, you get the uncomfortable 
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feeling that if you don't get medical 
attention soon, your memory loss and 
confusion will become permanent. 
Therefore, Riddle Number One: How do 
you keep your brains from going bye- 
bye?! 

As for die overall game, Deja Vu is 
an excellent adventure and a real brain- 
buster. The graphic, interactive format 
makes Deja Vu really come alive, and a 
lot of fun to play. And, although a tad 
anachronistic at times, Deja Vu is still a 
well-done period piece. So, if you like 
solving ''real-world" puzzles, and you 
like a good mystery, or if you've ever 
wondered what it would be like to live 
on the ragged edge of the "Sam Spade" 
life, then Deja Vu is for you, sweedieart. 

•AC- 
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1C What I Think" 1 Ron Peterson whh a lew C graphc progs 
Your Menu Sir! bySCatey program Amca Basic merues 
IFF Brush to AmtgiBasic 'SOB' SascedXrcy W Sanger 
Unking C Prog am with Assembler Roubnei_by GeraW Hutl 

Volume 1 Number 3 1986 

The University Amiga ByG.GaritotaArr^8iYtfasnrfvjlon5tato 

MicroEd a look ai a one man a tt y rpr ?w Am ca 

MicTyEd,TrwLew£jar»dCI|ikEipecluon renewed Fitiete 

Scribbte Version ID a rove* 

Computers In me Classroom rjy RoberiFriiaDe 

Two tor Study by Fmetie Dtscovery I The Talking Coloring Book 

True Basic reviewed by Brad Grier 

Using your printer with the Amiga 

Marble Madness reviewed by Stephen Fietrowo 

Using Fonts from AmigaBasIc by Trn Jones 



ScreenSaVer byP.t&^rwiaAmDntorpretectwnprog.tnC 
Lattice MAKE Utility reviewed by ScotiP. Ertrrten 
A Tale of "mree EMACS by S»«e Poling 
.bmap File Readerm Amiga Bailc by " Jones 

Volume 1 Number 9 1986 

IruBvnt Music Reviewed by Steve Pietrawicz 

Mindwalker Revwwed by Rjchard Knepper 

The Altgra Memory Board Rev^w^oyr^Wrcn 

TiEd Revewed by Jan art CM Kent 

Amazing Directory Agi^totresajraaanaretturas 

Amiga OtwHopen Ais^r^Supote^aridDevttopers 

PijbBcDorjaii Catalog A ksnhgofAneusandFredRshPDS 

Dos 2 Dos review R. Knepper Transfer fies iron PCUS-ODS 

MaiiPlfn review by Retard Knepper The Amiga Spreadsheet 

Gizmcz by reviewed by Peter YfeyrK Amiga efflas 1 

The Loan W onn at ion Program Syorar.CaJej 

base prog, to 'or your linarcal ocuors 
Starting Your Own Amiga Related Business by W. 5<mpson 
Keep Track of Your Business Usage fofTauM by J. Kummer 
Tht Afctont Amiga Fortran CwTipiter-eve*ed oy a A. Heafe 
Using Fonts horn Amiga Basic. PartTwo by Tim Jones 
6WM Macros on In* Amiga byG.toi Advance your aeaty 
TGH Uodla-2 Amiga Compiler ^new by S Famuie 

Volume 2 Number 1 1987 

What Dfg-V»w it.. Or, Whai Gentort Should Be! by X Foust 
AmtgiBasic Defaull Co tors by Bryan Ca:£ey 
ArrigaBasic Titles by Er,an Catfey 



Amiga Support and Information ,- 



? 



A Public Domain Modula-2 System reviewed by Warren Bock 
One DrtveCor^lebyDoutfas level Ur^a C with one drive 
A Megabyte Without Megibocks by Chris Irving 

An Internal Megabyte upgrade 
Digl-Vlew reviewed by Ed Jakcoer 
Defender of the Crown reviewed by Keith Corfcrt 
Leader Board t cviewed by Chuck Haudoris 
RcundhlU Computer System's PANEL reviewed by Ray Lance 
Ngt-Pamt—by New Tek previewed by John Fcust 
Delure Pain! II ....from Else Ironic Arts prev ewed :.■ J. Foust 

Volume 2 Number 2 1987 

Th* lJtod«ni by Josph L Rat¥7.an elterts of a BBS S^sop 
MwroModem wowed by Stephen ft. Pietrowcz 
GEJlHlofni takes twotoTingo" b) Jim Weadcws 

Gaming betwew rradwws 
BBS-PC! reviewed by Stephen R. Petrowicz 
The TrouWewfih Xmodem by Joseph L. Rothman 
The ACO PrajecL-.G;apnk- TelecontereiKlrig on [he Amiga 

byS.R, Ptetowcf 
Rig ftl Simulator ILJl Cros Country Tutorial by John Ralferty 
A Disk Ubrartan In AmigaBASJC fry John Kannan 
Creating and Using Amiga Workbench Icons by C. Hansel 
AmigsDOS version 1.2 ty fiord Kert 
Thi Amaiing MIDI Interface build your own by Richard Rae 
AmlgiDOS Operating System Colls and 
Disk RId Management by D. Haynie 
Working with the Wertberich ay Lous A. Mamakos Prcg in C 

Volume 2 Number 3 

The Amiga 2000 " by J Fcust 

Afcrsi kx* at the new, higher Amiga™ 
The Amiga 500^" by John Foua 

A took al the new T low priced Amiga 
An Analysis of th* N*w Amiga PCs by J. Foust 

SpecuaJion on the MewArr.igas 
Gemini Partll by Jim Meadows 

The concluding antoeon two-player games 
Subscripts and Superscripts h AmigaBASIC by [van C. Smith 
The Winter Consumer Electronics Show by John Foust 
ArrtgaTrto: by W. Block Amiga™ shortcuts 
Intuition Gadgets by Ham etMaybeek Tolly 

A journey through Gadget 4and. using C 
Shanghai reviewed by Keith M. ConForti 
Cht ssmaster 2000 & Cbessmatc reviewsdby Edwin V. Ape'. Jr. 
Zingl from Meridian Software reviewed by Ed Bercovitz 
Forth! by Jon Bryan Gel stereo sound into your Forth program j. 
Assembly Language on the Amiga ■ by ChnsMarw 
Roomers by tha3ancsio Genlocks are finally shipping, & MOP. El 1 ! 
AmlgaNotes by R. Rae Hum Busters... 'No stereo? Yr»t?„.. 
The A VJ CU5 Network by J. Fcust 
CES. usee group issues and Amiga Expo' 

Volume 2 Number 4 1987 

Amazing Intervlfiwi Jim Sac hi by S HuC Amoa Arts: 
Tta Ueuse That Got Restored :y Jerry Hjl and Bob Rhode 
SJuelhlng Public Domain Disks with CU by John Foust 
Highlights: the San Francisco Commodore Show by S Hul 
Speaker Sessions: San Francisco Commodore Show H Tolly 
Houser^dlr^lcrfySystmlnArrigaBASIC 1 " 1 byBCaBey 
Secretl Of Screen Dumps by Natkun Okun 
Using Function Keys with Micro Emacs by Greg Douglas 
AmlsabixE by vYajeri B'oefc VofeAmkjashortxrts 
Basle Gadgets by Brian CaUey Create gadget functions 
GrictlfonreviewejbyK.Cor.forj Real lootballfartha Amiga 
Star Reet ! Version 2.1 reviewed by J. Tracy Amigain Space 
The TIC reviewed by J. Foust Bat^powectCb&CaJentia/ 
Metascope review by ft TeJJy An easy-;o-u$e debugger 

Volume 2 Number 5 1987 

The Perfect Sound Digitizer ■ .■■ . by A.Batte 
The Future Sound DigrtEzer by W. Block Applied Vision's SD 
Fortfil byJ-Bryaixomparing jForthamd Multi-Forth. 
Basic Input by B. Catfey AmigaBASIC irpuiroutr* lor use in 
aJlyouJ programs 

Volume 2 Number 5 1987 oonii-tued 

WrttEng a SoundScape Module h C by T. Fay Programming with 
MIDI. Amiga and Sound Scape by SoundScape author, 
Programming In 53000 Assembly Language by C. Martin 

Continuhg with Counter 1 Addressing Modes. 
Using FutureSoimd with AminaBASiCby J. Meadows AmijaBASlC 
Programming utiiry win rasl.dgiized STEREO 
AmigaUotes Ridn Res reviews Scusid Scape Sand Sampler. 
More AmlgaNotes by ft. flaa A lurthenbok at Perfect Sound . 
Waverwm Wc-rkshep In AmigaBASIC by J. Shields «St 4 save 

waveform tor use n other AmlgaBASlC pngOfM 
The MlmetitS Pro MIDI Studio by Sulrvtn. Jerfay 

A review of Mimeon'music edrtor/player. 
Intuition Gadgets Part ti by H MaybeckTc.^ Boolean gadgets 
provide the user with an cn'oW user Interface. 

Volume 2 Number 6 1987 

Forthlby J. Bryan Access resc-jr^intheTOMternal. 

The Amazing Computing Hard Disk Review by J. Fes: £ S. 

Lacrrton In-depth looks at the C Lid. Karri Drive,. Mierototics' MAS- 

DriveSQ. Byte by Byte's PAL Jr.. Supra "s 4&I Hard Drive and Xebecs 

9720H Hard Drive. Also, a look at disk driver software euTWdy 

uriotrfdctfcemefTi. 

ltodula-2 AmfgaDOS™ Jtilltlis by S. Faiwiszewsk A 

Calls to ArmgaDOS and Ihe ROM kema]. 
Amiga Expansion Peripheral by J. Foufl 

Explanation o! Arnica expansion penpherais. 
Amiga Technical Support by J- Fpust 

How and where to gel Amiga lech support. 
Goodbye Los Gaios by J. Fmst Closing Los Gatos. 
The Amicus Network by J. Foust West Coast Computer Faire. 
Metawrrco Shell and Tool ti t br : Fpje: Areww 
TheMagJcSacbyJ.Fous! J^unMacprcgramscn you/ Amiga. 
What You Should Know Before Choosing an Amiga 1000 

Expansion Device by 5- Grant 
7 Assemblers for the Amiga by G. Hull Choose your assembler 
Shakeup Replaces Top Management at Commodore by S- Hull 
Peter J. BaczorTiy S. H ufl Manacer at CBH grVes an in side took 



toglttJz Arevitw&yRiChardKneppef 
Organize! by A revew Richard Knepper ciaabasa. 
ESOCO Assembly Language Programming on the Amiga 

by Chns Martin 
S jpcrtwse Personal Relationa] Database by Ray McCabe 
AmigaMotasbyRaa, Rchard A took at FuEi^Sound 
Commodore Shows Ihe Amiga 200Q and 500 at the Boaten 

Computer Socwty by H Uaybeck Toffy 

Volume 2, Number 7 1987 

Kew Breed of Video Products by John Fcust.. 
Very Vivid! byltoGmftaeu 

Video and Your Amiga by Oran Sands in 

Amlgas & Weather Forecasling by Brenden Larson 

A-Squarsdand the Uval Video Digitizer by John Foust. 

Aegis Animator Scripts and Cel Ahimation by John Fcust 

Quality Video from a Quality Computer by Oran Sands III. 

IslFFReaityaStanrJarrtbyJohnFousL 

Amazing Stories end the Amiga'" by John Foust. 

AH about Printer Drivers by Rchard Eieiak 

Intuition Gadgets by Harriet '-' ■-:■:; ■. Tdtey, 

Deluie Video 1 2 by Bob Eller 

Pre Video CGi try Oran Sands III. 

Dig l- View 2-0 Dkjlttter^ottware by Jem.f er M. Janik 

Prism HAM Editor from Impulse by Jonmlar U. Janik 

Volume 2, Number? 1987contnued 

Easy! drawing tablet by John Foust. 
CSA's TuTbo-Amiga Tower by ASfred Abuto 
6S000 Assembly Language by Chris Martn. 

Volume 2 } Number 8 1987 

This month Amazing Confuting™ locuses on ontertainmen! 
pr^lfJW lor the Amiga. Amazing game reviews.^ 

SOI. Ear! Weaver Baseball. Portal. The Sumon, UBe Computer 
People, Sirtad. StarGJider, King's Quest 1,11 and 111, Faery Tale Ad- 
venture. Ultima III. Facets of Adveriure. Video Vegas and Bard's 
Tate. 

Plus Amazing monthly columns-. Amiga Notes, Roomers, 

MocWa-2. 68000 Assembly Language and The Amicus Network- 

Oisk-3- Disk by Mashew Leeds 

The CobrFonls Sundard by John Fousl 

Skinny C Prog rams by Robert R-emersma, Jf. 

Hidden Messages h VctrAmi3a Tli by John Foyst 

The Consumer Electronics Show and Comdexby J Foust 

Volume 2 Number 9 1987 

Analyze 2jD revewed by Km Schailer 

Impact Business Graphics review by Chud; Raudco'S 

Microfiche Filer review by Harv Laser 

Pagesetler review by R*ck Wrch 

Gizmo* Prodyedtnty Set 2.0 rev«w by Bob EJer 

Klckwork rsview hj Harv Laser 

Dlga Telecommuntcaiions Package ■'..■-. r., Stevs Hufl 

Mouse rime and Timesaver rev aw by John Fcust 

Insider Memory Dpanslon .rwew by James Q"Keane 

MicjDbObEsSlanboafd-2re.iBwCyS.Faiwiizewski 

Leaiher Goddesss of Phobos b^ Hamel WEybeck-TeJIy 

Lattice C CompilerVersion HO reviewed ty Gary Sartf 

Mann 3,4a Update renewed by John Foust 

AC-BAStC T3viewed by SheklonLeemon 

AC-BASIC Compilier an alternative comparison by B Catley 

f.!od'ji3-I Programming SFawiszewsktRawConsoleDev. Events 

Directory Usuhgs Under AmjgaDOS by Gare Kayrie 

AmigaBASIC Patterns by Bran Cittey 

Programmlngwilh SoundScape Todor Faymartpufate's samples 

Bill Volk, Vice-President Aegis Development by Steve Hull 

Jim Goodnow, rxrvefcoper c* Man* V Hmfcm by Hanva M 

Tofly 

Pteatl great col lee tton of monlhly coiumns... 



Volume 2 Number 10 1987 

Max Headroom and the Amiga by John Foust 

Taking Ihe Perfect Screen Shot by Keith Conforti 

Amiga Artist: Brian Williams by John Foust 

Amiga Forum on CompuServe™-. Software Publishing 

Conference Transcript by Richard Rae 

All Aboul Online Conferencing by Richard Rae 

dBUAN reviewed by Clifford Kern 

Amiga Pascal reviewed by Michael McNeil 

AC-BASIC Compitef feviewed by Bryan CaDey 

6S0O0 Assembly Language by Chris Martin 

Amiga Programming: 

Amiga BASIC SLuctures by Steve Michel 

Quick and Dirty Bobs by Mchaof Swinger 

Directory Ustlngs Under Amiga- DOS. Pin 1 by Dave Haym'e 

Fast File to with Modular by Steve Fawszewsk.- 

WirKJcw I O by Read PrEOmore 

Plus a great collection of monthly columns... 

Volume 2 Number 11 1987 

Word Processors Rundown by GeorT Gamble 

ProWnte, Scrbbfe!, and WordPeriectcornpared 
LPD Writer Review by Marion Oetand 
YlzaWrlle Review by Harv Laser 
Aedit Review by IVamsn Bkxk 
WordPehect Preview by Harv User 
Jez San Interview by Ed Bercovta— StarGkJer author speaks^ 
Do-l(-yoi«efi Improvernents to the Amlge Genlock 
Digi.Palnl Review by Harv Laser 
Sculpt 30 Review by Steve Pietrowicf 
Shaoowgate Review by Unda Kaplan 
TeEeGamei Review by MiChaei I Cabrai 
Reason Preview: an intense orammajeiraTLinaabn. apcJicabbn 
As I Seell by Edd>e ChurcNi WordPedecl.Gcmoz VL0 4 Zingf 
AmlgaNotes by R Rae * electronic music books 
Modula-2 Programming byS-Faiwiszewski Devices, 10, serial con 
E*uM Assembly Language by Chns Wart n Display rouines 
Trie AMICUS Network by John Fcti&i-Oesktop Publishing, Seybofd 
C Animation Partll by Mike Swinger Animation Objects 



BASIC Tert t?y Bnan Catey Pud perteci text possonmg 
SoundScape Part III by Tpoor Fay VU Meter and more 
Fun with Amiga Numbers by Afan Bametl 
Rle Browser by Bryan Caley— Fur] Fealure BASIC Fie Browing 
PI us a gnat cot lection of mcnmly column s... 

Volume 2 Number 12 1987 

TTwUltirrateVic^ArajsorY by Larry White 

The Sony Connection by Stewart Cobb 

15-PuzzleinAmigaBASIC byZollanSiepsi 

Lite, Parti: The Beginning by Gerald Hull 

Theunra-coriplex nr-ebStMkJtonio L^ "Game of Lie* 

Amiga Virus! by John Foust 

CLI Arguments InC by Paul Caslonguay 

MIDI Interlace Adapter by Garry llass.cn! 

Amiga irjuO-stykjMtrjiiterfacescanfd A2uOusor5C0s 

Modula-2 by S. Faiwiszewski Pan 1 : cc^.mand iino cicuiator 

AmigaNotesby Rick Raeaudochangss made sithcASOO 

iA20C0. 

Animation fo*C Rookies: Pan Kl by M. Swinger obubte- 

buHering. 

The Big Picture by Warren Ring Assembly language 

p/ogramrring 

Karate Kid Reviewby Stephen R, ftefriowfez 

GO! 64 review oy John FousL James G'Kaane. and Rick Wirch 

Three C-64 experts investgate a new Amiga 64 emulaior H 

A-Talk-Plus Review by Brendan Larson 

CalUgrapher Review by John Foust 

Animator: Apprentice Reriew by John Foust 

Playing Dynamic Drums on the Amiga by David N. Blank 

WordPerfect Review by Steve Hul 

InjkJer'Kwikstan Review by Ernest P. Vraeiros Sr 

RAM&ROMeipansion: Comments and instaJation tips. 

Fonh! by Jon Bryan DumpRPon utifiry lor your Mufrj-Fcrlh 

tootbox. 

As I See Ii by Eddf* Churchill Digi-Pant. Porta;. iVtdeoscape 

3D. 

The Commodore Show and AmIEjpo: New York! 

Plus t great collection of monthly columns,.. 

Volume 3 Number 11988 

AmlgaNotes by Richard Rae Amiga distal music gewrawn. 
CAnimafionPartlV by MchaeJ Swinger 
Forth by John Bryan Sorting out Am igaCH LP and FAST memory 
The Big Picture by WaTenRng Danng assemble: language 
rxogramrriing; CLi system cafe and manpuiaiing disk tiles. 
6BfjuflASs«rrolyUngueaflePmgrarnmlng fcyChhsMartin 
*C'ea:ea nja-coio' screen .withoui using Intutfmrouunesl" 
Modula-2 Programming bv S-FaiVis2ewsk:AnewPoduia-£! 
Arnlcus Network Speciat Report: Fall COMDEX by J.Fcust 
The ulfimale Video Accessory: Part II by LamyYvhrtB 
Lrfe: Part II by GeTatfnjTmeAT^bf-Mr* 
Forma I Master: Protessionil Disk Formatting EnginebyC Ma^n 
Put Balch language :o work on the drudgery ai disS; lormattng . 
BSpreid by Brian CatfeyliJIfeaTuredAngaBASiC spreadsheet! 
AmlgaForum Transcript ed. fry Rckftae A-nga's Daw Hayrwi. 
Halcalc Review by Chuck Raudcviis easy to use, spreadsheet 
VlP Pmfcssional Review bv S ^ichcil Manage stock portofio 
Money Mentor Review by S.Kernp Personal fsriarice system. 
Investor's Advantage Review by Rc h ard Knepper 
r^Lts "Poor Man's Gjide to re Stock Market.* 
Plus a great collection of monthly columns... 

Volume 3 Number 2 1988 

Laser Light Shows with Ihe Amiga by Patrick Murphy 

LasersandthftAniga:AD3iziing Tandem 

The Ultimate Video Accessory; Panin fly Larry White 

TakE'trxr Fna! siepsswA'c dts-gn-ng yo-j OAnv.decs. 

Our Rrst Desktop Video by Larry White 

Stepby -step guide tocrganiilTg 1 presentngyour Amiga video. 

Hooked on the Amiga with Fred Fish jiterviewby EdiBerko'/sz. 

Photo Quality Reproduction with the Amiga and Digl-View 

by Stephen Lebans 
balancing your Checkbook with WordPerfect Macros by S.Hu"; 
Hand your r^ieckbcok worries over to fe Amiga. 
More Basic Text by Bryan Catley easier ier, on an Amiga screen 
Life: Part III by Gerald Hull 

Sries winds up with famed nirebiticaJculatiOfi & source to UFER, 
Solutions to Uneir Algebra through Matrii Computations 

by PopbertEtlrj 
Simplify matrix algebra with basic operations & routines. 
Modula-2 Programming by Save Fajw^ewskj 
Caitring up with Cafe-a source toBow-up. 
fiKOO Assembler Language Programming by Chhs Martin 
Graphics- Pari II of Assemgran. 
Arazok'sTomb interview by Kenneth E. Schaefer 
AIRT by S.Faiwszewsia irrcvat^icc^-basec^prooram.larig. 
Forms in Rishl by S F;^-iw.^ P.i^-yl Ar.-ia's 3""i cc.ecS 
Silicon Dreams and the Jewel of Darkness by K E.Scnae!er 
Leisure suit Larry by Kenneth E Schaie'er 
Two Hew Entries From Macrobiotics by John Fous: 
VSOt Expansion £ S'Jaroca.'d J M^iFur^onboarri. 
Mindlkjht?and People Meter by John Foust 
PrtantasleKen E. Schaefer Amazing Phantasie Character Edstor. 
Pius a great collection of monthly; columns^ 

Volume 3 Number 3 1988 

Desktop VJdeo,Parl IV by Larry White 

Put II 3-e pieces ktge~her-rhe desktop voeo corrmercal. 

The Hidden Power ol CU Batch Rle Processing by J. Rahman 

Make your Amiga easier to use with CU Batch Hies. 

AConferencewlihErlcGraham edited by John Foust 

The masterr-irtd beraid Sculpt 30 and Aramaa? 30. 

Perry Ktvolowib interviewed by Ed Bercovrtz Amiga insights 

frorn a major developer and personality, 

Jean "Moebius" Gmud Interviewed by Edward L Fadgan 

Avant-garde an comes to The Amiga-in daiiSng iflrm, 

PAL Help by Perry Xxtiwrj A1000 expansion reiabiiiry. 

Boolean Function Mlnlmiaiton by Steven M. Hart 

A useful dcpl design tool in Amiga BASIC 

Amiga Serial Port and Midi Compatibility tor Your A20001 by L 

Hirer and G. Rerrtz Add an AtuOQ-styie serial port to the A200Q! 

Electric Network Solullons the Matrix Way byftrjcertEJis 

Engineers! Practderoutf^fcrusirqfla&tiav^bra. 



The AJAU.G. BBS List compiled by Jot Roth-nan. CW SoiiM. 4 
Dorothy Dean 514 BBS phono number* in the U.S. 1 Canada. 
FACC II reveled by Graham tasey Spend your floppy drives 
UninvEted reviewed by K E. Schaefer 
Flow reviewed by Pamela Rodman .bri-istomts (Momenta! art. 
Benchmark Modula-2 Compiler reviewed by Richie Bielak 
Modulf-2 Programming by Steve Fawiszewski 
The gameccrt devce and simple sprites in action. 
/jrtgaNotes by ft. Raa A1 OX 1 Software-switchable output Bier. 
Foomers byThe3ark^oAm£rfx.Ki^tarti.4.Cwmoeton) 
The Big Picture by Warren Ring- Unified Field Theory!! 
Flus a great collection ol monthly columns.- 

Volume 3 Number 4 1988 

Highlights from AmiExpo, Los Angeles by Steve HJ. 

Writing a SoundScape Patch Ubnrian T. Fay System Exclusive 

Upgrade Your AlOOO to ASM 2X0 Audio Power— Cy KBasson 

rVodificatorss to help your AiCOQ make sweet music, loo! 

Amiga Audio Guide Using of aJ Arnica audo products. 

Gels In Multi-Forth by Jchr Bushakra 

Wacrobaiics by Patrick J. Horgari Ease the irayma o! assembly 

language programming. 

Amiga Audio Sources The fciks behind all those audo products. 

Taktfhrt! by Steve h^fve Amiga games reviewed. 

AmlgaNotes oyRickBaeA bas*lourc4AmjaaaudjQ. 

TheUltlmaleVideoAccesory.PartV r -, I \ ', v.: ■ 

Bjg Bytes by John Sleter 

The Big Picture by Warren Rung Part 1 ; Ir/ed Fie' ;":*:.-,, 

Roomers byThe&ancia 

Hirrjwarelii^rK ... Toasted video ... me dresn Amiga ™*nd mere! 

In the Public Domain byC.W.Rarte 

TimeBarxSt review by Keth Conforti 

A'jdinMassr revitwbyB. Larson Real /.rredjti ng sa^pes. 

HusicMouse reviewbyJHcnryLowengard 

Making mulic wiihout lifting a finger (rora the mouse. 

AmtQA-Tu Canadian Version revewby Ed Berooviti 

ACanaoan e-ccmetaa ptarnj-ig, preparaton, & anaysis package. 

SAMSASIC review by Bryan Catley 

Anew BASIC which exploits even mwe unique Amiga features. 

Volume 3 Number 5 1988 

Interactive Startup Sequence By Udo Perrasz 
Tte Command Line part tby Rrch Fa'ccoburg 
ArnlgaTrli IH by WiTen Block. — Tips and icoSs tt ease Amiga ifie 

Amiga Product Guide: Hardware Edition 

Prolelarla' Programming ty PCvaid^ubJcdomancomplers 

The Companion by P.Gassein A-niga'sE^ri Handling capab'ty 

Mind Light 7 reviewed by Oavia H.9teDk 

VideoScape 3-D 2,0 re/fiwed by David 'Hopkins 

Extend re/Sived tj 3-ysr; D. Cst^/— Ai 4- c.sB^'C ei>:^ -■- 

AssemPro -e-,-ewed oy Stepr-en Kemp 

Qperang a poor to assemby language programming. 

AFLfi800y reviewed by Roger NelSuri 

Beok Reviews by Rchard Grace— Three *C pxc/amrning teats 

CETHEE reviewed by Mchaai L-ssnan 

A toy ctf iecTnon ol lurctons to aid the G programmer. 

The Big Picture by Warren Rug 

The three-part Untied Raid Theory winds up 

Module-! oy Slsvs Faiwisiewski 

TerminatDnmcduiMlc^BenclvnarkandTDicorrpifo-s. 

63000 Assembly Language by Chris Mann 

Pteng away ^s ccyripita^Qri ol ris&ay -outr»es. 

Plus a great collection of monthly columns... 

Volume 3 Number 6 1988 

Bear Time Reviewed by Steve Caner 

tVhat makes Lnis inexpensive A1000 battery backed dock tick? 

Acquisition Reviewed by David N. Blank 

A tck 'irts'de the la-est retease c( a powerful reUtJorai da-abase. 

Butcher 2.0 Reviewed by Gerald Hull 

A tidy coTlecfen ol diverse image processng utilities. 

Reassigning Workbench Disks by John Kenyan 

Enc;eisdskswapp<rigcomestcia-r.erct-Jend. 

ProductGuide: Software Tools Edition 

A feting ol ail the products you need to put your Amga to work. 

An FF Reader In Multi-Forth by Www Beck 

Crease an easy tb use tF reader in Mut-"crth. 

Basic Directory Service Program by Bryan Catley 

A programming ahemaive bte Gimrr«ZeroZera windows. 

C Motes from Ihe C Group fcy Stephen Kmp 

A beginner's guide 1o the power of C programming. 

An Amiga Forum Conference with Jim Mackraz 

The Amiga ma-ket as seen by the "Slepfarer c) "rtuton." 

Son of Seven Assembters Renewed by Gerald HuTI 

A XTiparative battle between seven naive-cpoe assemcJers. 

The I9&3 Commodore Amiga Developers Conference 

Atocknsoerieconlefencesrield inWasn.'Tg-on. D.C. 

Amiga Worlcing Gnaups by Perry Kivoicwiu: and Eric Uvitsky 

An outline ol tie irmovative Amiga Working Grojps concept. 

The Command Une byflch Fatconburg 

6tploma "he muhj-aterried LIST command. 

Plus a great collection: ol monthly columns... 

Volume 3 Number 7 1 988 

Look, Up Cvi the Screen, It's an Ami.. Ifj a Pro,.. It's SuperGen 

reviewed by Larry v^te-^enlockccmpansons 

Ah Irtervlew with "Anim Man," Gary Bonham by B. Larson 

An anr-iased c&versaion with the man behirxJ the formal. 

The Amiga at Spring COMDEX In Atlanta by Ed Bercovitz 

Amiga ProductGulde: vTdeaGraphlcs Edition 

Thirteen pages devoted 10 the Anvga sflaziSng; strong suit. 

The Developing Amiga by Steve Pietowicz 

Deveopers nctes: PO vs. shareware vs. freely tfistribuiableetc, 

Rotl Those Presses! by Eamey Schwartz 

Wefecne s the dandy, demantSng word cf deskicc pobisftng! 

Linked Lists in Cby W. E_ Gammii Pli dynamic memory to work! 

PranwGrabber Preview by Oran Sarois 

Capturing an image can now be asJast as ouncl^ a single keyE 



Amazing Provides Volumes! 



A First Look al Interchange reviewed by Dawd Hopkins 
Bridge the gap tjoTwr^ those JTeonpai.ble am mationpatkages- 
Perled Vision rovitiwsd try Bryan Cafley 
Capture, *g^ie and sawe pictures from any vxto sowee. 
FTcWhteZGflevtew reviewed byPa"ne*aRo[hnian 
A graph*: word prccesser speaakzjng n effoent edraig. 
Doug's Math Aquarium: The Art cf Uathemibcs by R. = sy 
Bur Produdi MegaRex I Expansion RAM by Sieve Cane 
The Command: Line by FbtfiFatonburg 

ArrigatotesbyRekflaa 

The Otter Guys' SynJua: Afigiol synthesizer leaircs wonjstop 
C Notes from ihe C Group by Stephen Kemp 
WMmftnng^i^Kro^X'oibascooiedanci data types 
Plus igreat collection of monthly columns... 
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The Command Una by Rich Fa contcrg 

The journey nio the CLI continues. 

The Developing Amiga by Stephen Ft. P^qwcz 

A gagQla of r/eal pTDg'arrini rng loois 

Uoduit-2 Programming by Sieve 'awisiewpu 

Ubranes and the FFP and EE UafltHoubnes. 

C holes from th* C Group by Stephen Kemp 

Arrays and pointers unmasked. 

Dark Castle reviewed by Keitn Corfortj— The Qlach Kright turks 

Ports of Call reviewed by Jute Landry 

Leatherneck reviewed by Michad Creeden-Rambc's net so tough! 

Gapone Viewed by Joyce and Bobby Nicks- Light Guns blaze 

Casino Fever renewed by Michael T. Cabral— Vegas on Amiga 

Ferrari reviewid by JeHery Scoa Ha^Stan your engrne 

AAanoW renewed by Graham Sraey— ttocktusier* 

Ebcflsta/byKewr^lm-badcroJerek^ 

Deluii PrahKSoni-evwefl by harv Laser- Vdeo mardry 

Game Pizazz by Jeftery Seal Hal— Register your qutsionhn. 

Track-Mouse by Cny Joyce 

C erven, a standard Alan trackball ino a ciecey Amiga TrackMcuse. 

Amiga Interface for Blind Users reviewed by Cad W. Mann 

An. ingenious interlace that opens, the Amiga to even more users! 

Video In Ihe Sunshine State reviewed by Stephen R. Pieirowicz 

RGB Video Creations hosts a video txweiing 1 

Amiga Product Guide: Games Edition 

Tumbtri Too by David Ashley— asserr pry language program. 

Plus a gnat EoQecuon of monthly columns^ 
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The Kideo Tapes by John Danoucnd 

A Georgia elementary school puts cesktop wdeo to work. 

Speeding Up Your System by Tory Preston floppy disk caching 

Amiga Product Guide: Education Edition 

Everything you need :o send your Amiga is the head of ine gum. 

Computer Aided instruction by Paul Casionguay 

Authcrrg System r, AmgaBASlC 

C^ En Mutri- Forth. Parti: SerwnpttyrjyJcf*6usfiaVa 

Make rw IFF converter Iran Part I easy to use-gadgets. meftd.ee. 

Ami Expo Midwest 68 by MfcnafilT. Cabral 

Af»taiungtjiec«slsby5torn/ u 1eA^pgawi« Cticaop 

Intel liryp* by Harv Laser— Learning to type made easy.. .and fun? 

Shakespeare by Bamoy Schwartz— Desktop punishing in Jul] color. 

XSptcs 3D by Sieve Hull— A new dmenscn in Amiga graphics. 

AmigBNottl byRichanJ Rae— How fFF sound samples are stored? 

Tik* Rvtl by Stove Hut-Beat toe bach toscrool tAjes ! 

Tr^CCnrnii^UnebyRj^Fak^Jup— cortfung tour cJ CU 

rtotonftiShermbyM4^T.Caijra]aM«^Creoto 

What da you get when you combine intense war strasegywOa 

r-rrm-n?-ni*nqf^QrJpQfa*kYf f#*^fi|TiVl1 CheCkftOuL 

Bug Bytes by John Saner 

C Notes Irom the C Group by Stephen Kemp 

Operators, expressions, arid statements in C uncovered. 

Roomer* by The Banditc Can Apple Ikjs Pus keep Amiga away? 
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AFi/slLcok At Deluxe PbctoLab review^ ty David &jberrnan 
A pari package, posMrrraker . arc image precessng program 
DfekMastsr reviewed by Sieve Hul— fiemanagvwtuijrry. 
D5M: A MC68000C Disassembler reviewed by GenudrtJ 
Looking for easiy modifiable, assembler -ready code? 
FBaslc Language System reviewed by Patnck Quad 
BAS IG compier and development system . 
Hot on The Shelves by UchaeJ T. CabraJ— Oovjn: dice, a/fttfg 
gray scales, cotor twecjraphy. maufing modems, and much more. 
The Command Line by Rich FaJccnburg 
KErVXXitApairteawiytccnHteir^Qys^owrdow. 
The Developing Amiga by S. Pietrcwcz Usenet— 24-Hout Mews 
C Notes (rem the C Group by Stephen Kemp— (cops 
Roomers by TheSantStoWP wart igfiominious irue.'faces. *rrore 
PDSerendipih/byC.W.FJaiie— f red FtshcolecDonpasses 1150. 
Comparison ol Multi Scan Monitors ty Ste.-cn Eercter 
Fwb rrUtiscan aflemafrtes square ofl on he desktop. 
Record Keeping lor Free-lancers: 
A SupertuH Professional Tutorial by Manon DetorJ 
Record keeping system tor free-tarca photographers and CCNsri- 
On The Cnhlng of Programs by David J. tonkins—A look a! 
optimiiaton kicks on a series of anjdes on programming savvy. 
Bob end Ray Heel Frankenstein;]/ Robert D Asb-Create, 
animate, and metamorphosa r/aphes objects*) Amqa BASIC. 
Digital Signal Processing in AmigaBASIC by Robert Elis 
Perlom. your own dtgtal experiments with Fast Founer Tra/yjloimt 
HAM t ArnkjiB ASIC by Bryan CaSey— Pack you AmigaBASJC 
programs with many of the Area's iC8& shades 1 
au^-Comptrtec Aided bistrucbon: Part II by Pad Ca&ncua, 
The Eitr program wraps up ou auSQnhg tystam in Am^aBASC. 
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Desktop PubllsNng with PrcrlesaJonil Page by Barney Schwartz 
tutonat in document creation, plus some jazzy enhancements. 



Game Pizzazz ay J. Kail gaming hnts, :ps. hogri-scora secrets. 

SlfucryrBS in C by PaJ Castonguay C progfammng in an nutshell. 

Oh The Crafting of Programs by Hankins soeed up your progs. 

Desktop Vkkw VI: AcWing the Third Dimension by Lany Whce 

Unraveing the com pienry of 30 lor your video era awns. 

A200C Hard Drive Round Up by Sheldon Leemon 

Kaydick by Uke H. Qupoong a Typewriter cilr* in your keytoard. 

Hora Linked Usis in C: Tachnlquet end Apcticabom by Forest 

W. AmeW Procedures for managing fists., sscyir^ diverse data rypas 

in the same fist, and puong Ists u work in yourpTJQrainss- 

BASIC Unker try Brian Zupfce Comtare inckviija! fOL'^es irom 

j^jTprocram ; ibra7iocFea:eaTe.c<Mtcu> , ep'cg"a" 

The Deveioptng Ami; a by Steven F^eTOwicz 

A look at mysteries and successes behind efficient beta tess^i. 

Modeter 3D Previrw reviewed by David Hopktns 

A pee* inside a new. cpenended 30 package. 

APToDraw Graphics Tablet reviewed by Keti Contort 

Artsts' Weet the future ol Am«ja graphi cs. 

SUrGiider II renewed by Jertery ScoBHaJ 

Those irraauig Ergons are Baik lor artthe? laser-iasrir^ 

WShell reviewed by Lawrence Lichtman CLI substtula. 

Hoi on the Shehresoy V. Caora. r viruses. mus*:,miaoNche 

mastery 

PD SerencCprty by C.W. Fiue Fred H* risJu 14&-15Z. 

Boomers by The Banddo Golden RAM, tS-btrdeogames. CD-I 

another HAM skirmish ... *nat could possibly fce rieJri"? 
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Hoi on the shelves by M. T, Cabral 

Graphic adventire. corer ol over FrderBnces, a Postscnpt print 

utiry. sequence he acaon arwna&on, a new Peg k¥ user group* 

and !he t^xe constructcn jet 

POSemtc*prtybyC.W.P,ane 

Fred Fish rJskaiSft-162 

Bug Bytes by John Stetner 

AH the latest Iron me world ol bugs and upgrades. 

Rocflwrsby The Bandrto 

AmiExpo. C.O.thela!estfiom Commodore and more. 

AmlExpoCalitomiaBy Stephen Kemp 

Hot- Al the news. 

EMPIRE reverted by Stephen Kemp 

E«?^E.riegamso!ccn*pe^w*Lraiyci«BWA , f^ 

Virus mfecbon PvottcSon (V±p_| revewedbyJaBerySeoflrtil 

Wtat makes a cc«ipu)er sid ard te cure. 

The Command Uht by Rich h atonourg 

What to do when te commands of AmcjaDcs faiL 

Converting Patch Librarian Files by Prtl' Saunders 

How lo get your sounds from there to here. 

E.CT. SampleWate by Tim Wohansingn 

The E.CT, samples contain several gems. 

The Creation of Don Btuth's Dragon's Lair by Randy Under 

A look befwd ihe scenes 

Easy Mtnui In JFwthtry Pre Burt 

r-£..:v.'CflLO. 

Extending AmjiBlsic by John Kgnran 

The Ltso of libran/calstcm wJin ATbgaaASC 

Better Dead Than Alien reviewed by Jerrery Scon Hal 

Don 'I r*o uhtl you see the greens ol their eyes. 

Getting Started In Assembly by Jell GLan 

An introduction lo Amga assembly language program mug 

ACBASIC 1.3 revewed by Bryan CaSey 

RfteaseiJtfAtsoflsACBAStCcompi^irvMAm^ 

Theider revTewed by Brjce Jordan 

Theuder wns out u be a mi screamer. Aacn, Advent/e, 

Famastc Sound, and Suning Graphics. 

MagelEan: The AJKA Gets Smart revewsd by Sieve GJlmor 

The worids cf artfical i^telagence cones to Uts AWSGA ei trse torn 

of A. I. system software. 

C Notes From The C Group by Siephen Kemp 

Program orf jncbon control coding; ihe case ihrstory. 

AmfgiDos, Assembly Language, And RleNpteshy OanHuth 

Weapons in the war againsi hie cvenbad; accurata. oesenpuve be 

namng. 
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The Wonderful World Qi Kashnique reviewed by Slamms Merer 

A review ol the Amga software products o! Hash Enterprises 

Desktop Video : , Richard Sta.i 

TfynKng atxwt getwg ms Video? Haes what youll need to know. 

Industrial Strength Menus by Robert D Asto 

Add some snazzy submenus to your AmgaBASC CuiSftft 

Second Generation 2D Animation Software ty Geoffrey VrViams 

Cel Animators and Key Frame Animator s. 

how they riftar and a look into r.eir use. 

WhJt't The Diff? rewfiwed by Geraid Hul 

A review o! Lattces Compter i&mparion 

Scrolling Through SuoerBitMjp windows by Read Fredmore 

How to npiemerq 3uperB|Maps 

frjrv«wv/igor[jrawngirrBii^cxaph«a-BU- 

Akve In 3D by Shamms Morber 

A review of ciagip. a Hgh*End 3D scuiptng I antfiaftm package. 

Sync Tips by Oran J. Sands HI 

Dot crawl, the Amiga and composite vtoeo devices. 

How May I Animate Thee?, Let Me CounlThe Ways- 

by Shamms Monjer 
An overview of animation. tecnniquQS. 
Stop-Motion Animation On The Amiga by Sni^Zjpka 
A rands on approach lo animabon and Ihe Am iga. 
Roomers by The Barbto 
Commodore i Pea'. RAM chfi awt, and more' 
C Notes From the C Group by Stephen Kemp 
Structures ■ A powerful fea&je at C 
On tfw Crafting of Programs by David J. Hankin) 
What FormatisrghLtor you 
The tornmand Un* by Rich Faicorburg 
A took at new and artfl proved Assembly ij^uaoe commands 



Questran II teviewed by Jeflery Scofl. Hal? 

Questran II - Us a journey back in time 

Pointers, Function Pointers, and Pointer Declara lions In C 

by Forest W. Arnold Rcoucng jauiype dependencies 

Las Vegas Comdex Report by Louse Snnkniann 

Comnwdores new 2500. Jaw Lix. and more! 

PI adetpr- = wcr i c! commooaii b) CteDanAIII EtRM 

Hkghights of Fh tadefpfta's Cortmooore Show 

STELLARYX Review by Stephen Kemp 

Exiling & challengrnc;' Ton:ftc stereo and sound effects 

Ahujnoid impostErs: Unmasking the^mpostort.'ev-ewed by 

Jeffery Scott Hal 

A bok at Arkanod lock-akuH 

Bug ByteS by John Sterner 

Bur^ardupgraoes 

Death of a Process by MartCashman 

Cevejcpan.ercrharK;^r»gmccJeinklccaia'2 
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UovieSetteriTrie Mext Generation by Steve G*w 

A new level at Amiga anrratcm 

Ami Forum by Steve Pwtrowicz 

The Arr^a paj-s a mrf-wmter visit to Mickey'; hometown. 

Mai Morehead rntervtew by Rchard Rae 

Rick tafu lo Hie creator ol Movesener. 

A Common User Interface for the Amiga by Jim Styles* 

Does the Amiga reed a fcneer, gentler interface? 

Superbase Professional by War-c/i Cetend 

A user's took at Superbase Pro 

Microfiche Rer Plus by RonalrJ Courrier 

A raifrasfung database mat uses ARexr to work w*i other p*ogri 

Torchaostt^JerssryScooHaJ 

Fast acton, and smooch graohes 

SPY by Steve Fawiszewski 

Programmhg rtngue n ModuU i 

SyneTips5yCren£«nds 

Getting insioe the gentock. 

On the Crafting of Programs by J. Hankins 

Do we reeda common standard for C programming? Look ANSI. 

C Holes from the C Group by Steven Kemp 

An irnrcductcn a unions 

The Corwiand Una by R-c-i Ficorou-g 

EC. your Wcrtbench Screen Ecuot 

An lritr«uction to ARau p^ramiTimg by Steve FawjBwskj 

Cimbing the Towers d Haro 

Cnjnchy Frog :., . - F:-.j 

Am i§a - speifit C prog ram m ing . 

Super Bug Bytes by John Steiner 

A double dose of bug repefiani. 

New Products by WchaeTCrDtden 

Whafs New' D«4iie Pnnt MJreTaJkin£;AfKnaior.3dk>t kn. 

rhorn. 

Roomers by The BaniB 

Be. njsy^tm at Commocore, and tne aanewo's leaneu 

crecctcrs. 
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Fa'coh reviawed by Joo DCara 

U6est from Spectrum Hoiobytes hangar 

Air Warrior reviewed by Michael Maitno 

Hook, up via modern and bane i outwrmirttmaBOTaJoppoMna! 

Carrter Commend reviwtd by Utwrence UchTKann 

AdmraJ Lxraman sjqto ip lor carrier duty 

Worid of Cccunodort Toronto DyEdBerkovitz 

c3 £-& rts repot ironi Toronto 

Fractal Funoamentalsby Paul Casaonguay 

Bcperlment on pie edge of a new s«rra;t^wycijcwTifraciais 

Image Processing with Photosynthesis by Gerald Hull 

An experiment with a repertoire of Al imagB-ptocessing techniques 

Giimoi 2,0 by Stove Caler 

Ste.e Caner reviews version 2.0 of Dig. la! Creasons' box o' un 

AffligtTEX by Barney Scnwam 

A page ctescrwen language from Radical £yE soh*re 

flickerfixtr by Save Bender 

Steve gives us a clear fjerspectve on Midway's Sekerfixir 

Benchmark 1: Fully utilizing LWMCWS61 ty ReadPreclriDna 

Pal I; Turbocharcjing the savage oenchmark 

Breaking Che Bmip Btrriet by Robert D'Asto 

Slteamline your Am caB AS C I ibrary access wtfi OucX— Lib 

Double Play by flcbefl D Asio 

Arnica BASIC program yakts double wscn. 

C Motes From the C Group by Stephen ruynp 

A waft through pceprocosor cortrol tries 

New Products-jnd other NeitSbutf by MichaeJ Deeden 

3-Mhjous! The Latest from MchTron. McraEd and MnrJscipe 

The Video Desk by Larry Wwe 

The- Amiga meets Nikon Camera 

RoomenbyTheeanoVto Magnetoopfcal dsks on ihe Htmon? .. 

Am^BrttsaoplorWonJPtrJeCE.OV.ardt^ 
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AnEXPO NY '99 by Steve Giimor 

Amiga taxes a bale out ol the Bg Appte. 

AmtEXPO Art and Video Contest Winners by Sieve Jacobs 

Wnriers of the first-ever AmiEXPO an event 

ArJdirsgtheltot-So-HardOiskbyJP.Twarcy 

Short on memory? InstaAng a Hard Drive was never so easy. 

HafdDrrves--ia1rMrodyctJon l?yJonA.BouDe 

A srax^ttorward, 'no- Boute' axwansoh ti Hard r>wtS- 

Tax Break by Kxn Schaner 

OXXrs new lax prograrn 

The Mai Hard Drrva Kit by Donald W. Morgan 

A Hard Drive insulation project, using Patomaxs Max krl. 

Menace reviewed by Jeflrey Scon Hal] 

Blast aliens & destroy the erf LVaconia. 



Sync Tips by Or&nj. Sands 

Oran presonls i ctearei- pirtuie ol video and computer resolutions 

Passing Argument] by Bnan Zupka AmigaBASiC subproorani 

explains siep-by step how to pass data korr me CLI to Am«jaaAS»C 

C Notes (rem the C Group by Stephen Kemp 

Ahutoorous view of re wacfcy world of ryec/ammera. 

CreaSrtfra Snared Library by John Saez 

Program lor rcreased Amga prcductvty. 

MufliSort by Seve Faiws:e»s^ 

Put youf data in ns place wth m:s uTra orgaicimg program. 

Hew Productsand Other Heal Stuff by lAchae; Creeden 

Face-ofJ wjm Gnusky, ptty Picasso win 3aw An Encoder, balance 

your Desktop Budget, phis more, 

Srapshotby P. Brad Andrews 

Four exatng A-ruga games are reviewec . 

Roomers ty The Banc*» Amqa developers go lor the bucks. 

Commocore stock up. a Pant Wars. 

Bug Bytes by John Stealer 

Soft-Logrk's PageStmam. and more. 
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The Business ol Video b, Sieve GJlmor 

Get gfavtsdr in ne video bus-ness 

An Amiga Adventure by Larry White 

ThegicoetroErg Am.ija n COoc/ie, Germany. 

UninternjptJbte Power Supply (UPS), Part I by Ste-e Bender 

Voiage sp>kas. surges, power falures? Are ihey uncommon? 

The Arnapng Audio Digitiier t. ^-drgT^berce 

Quamy Amiga aucSo tor less— bulcsng yctr own stereo dcybier. 

A MIDI Out Interface by Br. Seraphim Wmsiow 

-,Z . :-.::■ ■::■: ., i~~ -.; 

Digitized Sounds in UocJuu>2 by Len A. Vihtt 

'tzzjz- -:■-:. . icund •■*£& ribnarJecj souteH 

Sync Tips by Oran J Sands 

The secrets beSMrt bvittJt the fcker modie. 

On the Crafting ol Programs by David J. Hankins 

See how Lattice C 5.02 measures up 

Insta Sound in AmJgaBASCby Greg Siringtetow 

The sounds you wait lor your program-in an instant 1 

Who are you, Mr. Guru? s< Dand Mat.-". 

Daw* exposes ths Am<ja devujrt tor wha: re reaSy u. 

GokJ Disk's Professional Draw by R, Snanms Ucftev 

Theiakaa^w'fivicr'^flraw^g toots f*om GoW Rsx 

£Jer^w*:Arurj«luiePaWntyaavdCuoe«nan 

DF^inrspartbniSh grows feet— ccriar^ para win ariraMn. 

Aegis's AudioMaster n by Phi Saunders 

Aegis e rieAestrendtuon of sound sampiinci 1 editing is reviewect- 

New Wave Sottwaro's Dynamic Siudio by Chuck Raudcrts 

New Wave's on a toil win this fo&ow-up to Cynamic Drums. 

Dr.Ts MIDI Rtuidlng Studio by Tm Mohartpngh 

Ahigh-perlonTianca. to* budget remedy lor your MtDt As. 

Snapshot by K 9rad Andrews 

Alen Syrtfome and Tetrj a« among the new Amoa r^smes 

New Products and Of W heat Stufl ty l*o^a# Cretoeh 

Ceraral Coast Schware ca^s hudcte over r^cryCa*cf(3J, 

daWto meets D.srwy wi n DPaat til, Siue Rooon Bakery serves up 

crganfzatidn, plus more. 

Bug Bytes by John Sieiner 

vlrusX 3 3 an evi twin, some bickehng kom Nag- Plus 3.0. plus 

Roomers by the Gandito The Band-to staks AtiEXPO NV , Alari/ 

Nintendo lawsut expands, i ihe Beaies get a H5e help trom the law 

PD Serendipity by CW, Flan* 

C.W. covers FradFish from tSMOQ. 

C Notes from ihe C Group by Stephen Kemp 

Formatted outptf f jneiorts. 
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New Products A Other Neat Stuff by Wchaet Creedn 

Add another dimension to your Amga with Design 3D, Escape from 

the abandoned planet Atrtx. and more! 

Adventures InARemtby Steve Gflmor 

ErtKme*3Jcfmjtus^w*ipowrtJ M* IppJfcal yi 

NAG Review by Ma/on Detehd 

A.- eiecro.- c a:>c.r'-3-: ii>ria;wm asenseo'hjnor. 

Dfgi- View Gold ■ ft s Gofd'by Bruce Jordar 

A renew cf Hew Tek' t video dkjrbzing system . 

Bug Bytes by John Steiner Akxkatsomerjroriemswithne 

A2093 corwoler card and h^esoUcn Amore 

KrndWordilOrevvaw byMancnDeland 

High-quaity fonts plus graphej. al the eipense of Speed 

PageStream tutorial Part I b/ Barrry Schwam 

A took at Soft-LogA s fuli-learjred docurr.ert prKessor. 

Vldeo Preperation by Otto Focus 

How a plan your video before ycu go on vacarjcn 

Roomers try The Band* The Band* 3k« a look al 

Commodore's tjtura and the end ol the Apple II. 

AlYouTatquesl byJcrwF.V/bcksttrn 

Desion your Own requesters in AmipaBASC. 

Eiploriog Armga Disk Structures by DariJManin 

Aio*attl»rteartoftheAm»3a: ArmgaDOS SS 

CHI A^ctJeritor Processor nvtea by HdiJ.Grace 

Boost thepertamanceof you; Amiga at a low cost 63 

Diskless Compile In C by Chuck Raudorts Make envelopment 

easy wrm COMPSLE. a full-leaiured programmer's workbench, 

(UPS), Part II by Sieve Bender Sieve cortti.iueshiS discussion on 

ihe fBchraca) aspects and detais of various types of UPS uats. 

Programrring the '681 Part II by Read Preomore 

A ctSvussjcr on how u cataiate MandebrotaJuiasets. 

CHctesfromti*CGrr>i«irflStepr«nKerr.p 

Stc-« iscusMS some ways toa™3prooksmswfte^pas*ng 

para-meiers between turcsons. 

PDSerendiplrybyCW. FUne 

CW.coverj Fiedfish Usks 201 -210. 

To be continued.... 
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review byjejfery Scott Hall 

Have you ever wanted to play a 
game of chess on the Amiga only to find 
a flat and dull game board which lacks 
any competitive play? If so, then you 
should take a closer look at Interplay's 
new chess game called Battle Chess. 
After the program has loaded, a tide 
screen will be displayed requesting you 
to enter a specific chess move, found in 
the back of the manual. Once the proper 
move has been entered, you may then 
proceed with the game. Note that the 
method of typing in a certain move is the 
only form of copy-protection used so 
that you may make backups or install it 
on a hard disk drive. 



The basics of chess 

If you have never played chess 
before, you might be wondering exacdy 
what it is and how it is played. Well, it 
would take a whole lot of space to 
explain this in my review, so I will give 
you just die basics of the game. Don't 
worry, though, Interplay has put togedier 
one of the most complete manuals I have 
ever found in a chess game, which helps 
the beginner to become an expert at the 
art of chess. 

The rules are simple : two oppo- 
nents (either you and a friend or you and 
the computer) compete against one 
another. One player will usually be 
white, while the other player is black. 
However, in order to make things more 
visually appealing, the colors will be 
Magenta and Blue on the Amiga. Each of 
the two players have the following 
pieces to move around the game board: 
one King, one Queen, two Bishops, two 
Knights, two Rooks, and eight Pawns. 
The object of the game is to put the 
opponent's King into what is called the 
"checkmate" position, enabling the other 
player to capture it, thus winning the 
game. 



A look at the board 

Battle Chess, unlike other chess 
games, has a rather unique approach to 
playing the game. I am refering to the 
way each game piece is displayed on the 



board. You will find that each of your 
fully animated game pieces is an artistic 
masterpiece, showing lifelike character 
detail. Whenever you want to move one 
of the game pieces, just click the left 
mouse button over it, then click the 
button again over the place where it 
should be moved. What occurs when 
you do this is truly stunning : the 
selected piece will come to life and 
actually walk accross the game board to 
the position which you have selected. If 
you are capturing a Pawn with a Knight, 
something different will occur, showing 
the unique quality of Battle Chess. When 
the Knight is chosen, the two conflicting 
game pieces will actually do battle for 
the same game square each wants to 
occupy. A different battle sequence is 
constructed, depending on which two 
pieces are fighting. However, since this is 
a true game of chess, you will not be 
allowed to control the two conflicting 
game pieces during the battle. The 
winner of the battie is simply the one 
that makes the correct move, just as if 
you were playing a real chess game. 

The chess board itself is as different 
as the game pieces because you will be 
playing on a 3D game board, which truly 
adds to the movement of the game 
pieces.The best way to describe the 
board's color is antique marble with 
midnight black, which alternate to 
construct the game board itself. Both die 
game pieces and the board are truly 
outstanding to see; unfortunately, 
describing them just doesn't seem 
enough. 



Game options 

Battle Chess contains so many 
different options that it is simply 
impossible to describe them all here. So, 
I will go over some of the more unique 
and outstanding options which are 
implemeted. I assure you that any 
options which are not mentioned are 
most likely in the chess game. Let's 
begin by stating that you have full 
control of the chess game, including 
some very useful tools. During play, you 
may save your game to a blank format- 
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ted disk to load at a later time. As for 
your options, you can control instant 
replays of the last move, take back the 
last move, force a player to move, limit 
time for thinking per move and suggest 
the next move. The suggest-move feature 
allows a player to have the computer 
look for the best possible move and 
suggest it by highlighting the squares it 
thinks should be considered, Note: this 
option and some of the others described 
above may not work, depending on your 
particular level of play, ranging from one 
to nine. Finally, you may play Battle 
Chess either on the 3D-enhanced board, 
or on a 2D flat board with conventional 
game pieces. 



Reach out and check someone 

Battle Chess can be played by one 
or two players, and by two players who 
are several thousand miles apart. This 
can be done if both players have a Hays 
compatible modem and of course, Battle 
Chess. Playing the game widi your long- 
distance friend is as simple as selecting 
the modem options from the menu and 



then dialing the odier player on the 
phone. All moves that are made by each 
player will be replicated exactly on the 
other player's chess board. Complete 
instructions on doing this are included in 
die manual. 



Summary 

Battle Chess is the best chess 
game I have seen on any computer 
system. They have truly gone out of their 
way to make it just like playing a real 
game of chess, not to mention the 
unique concept of actual play. The 
graphics and sound effects are great, to 
say die least, and they have done a 
terrific job widi the manual. Whether you 
are a novice or an expert in the art of 
playing chess, you should definitely 
"check" into diis terrific program! 

•AC 



Product Information 



Interplay Productions 

1 575 Corporate Drive, 

Costa Mesa, CA 92626 

Phone:(714)545-9001 

Contact person: Dacey Young 

Battle Chess, $49.95 

(Inquiry #214) 
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Hot Amiga Game Reviews 



by R. Bradley Andrews 

Arcade-style action games can be 
one of the best things to take your mind 
off the day's problems, Unfortunately, 
they can also be extremely frustrating for 
those who are not superadept at joystick 
manipulation. Since they are easy to pick 
up and can fit into small time slots, they 
are one of my favorite ways of vegging 
out in front of the computer. This mon± 
I will cover three recent releases in this 
genre, along with a computer adaptation 
of an old classic and a new fishing 
simulation. Now on with the show. 

Out Run 

First on the list is Out Run by Sega, 
a faithful translation of the coin-op 
favorite. You must successfully race your 
convertible from the starting point to the 
beach. If you can do this within the time 
limit, you will be awarded a fancy trophy 
for your exploits. With each game you 
must race through five different sections. 
While the first section is the same for all 
races, the other sections vary according 
to which direction you choose at the fork 
at the end of each segment. 

Although other cars will often clog 
up the road, time is the real opponent. 
You begin with 85 seconds, with 70 
seconds added for successfully complet- 
ing a race segment. The game continues 
until the finish line is reached or time 
runs out. 

The cars that fill the road drive in 
somewhat unpredictable patterns, adding 
challenge to the race. Two other factors 
complicate your trip: The road is often 
very winding, and obstacles exist along 
the sides of the route to the finish. 
Hitting either an obstacle or another 
vehicle will cause you to spin out and 
loose speed, possibly stopping your car 
completely. Hitting a side obstacle head- 
on can be even worse, causing your car 
to somersault several times before finally 
coming to rest. While your car remains 
intact through even the worst crash, vital 
seconds are lost from the clock while 




OUTRUN TUNE GOME CONTROL 



Figure One 

A look at 
the road- 
ahead in 
stage one 
of Out 
Run 




regaining control. Keeping speed high 
without mishap is very difficult with so 
many obstacles in your way. 

The screen is taken up with a 
forward view of the track just ahead of 
your convertible. The colors are crisp 
and clear and do a good job of portray- 
ing the same excitement found in the 
coin-op version. Stereo sound also 
compliments gameplay. One of three 
musical scores can be chosen for the 
background during the race. Quality 
sound effects, such as the squeal of your 
tires when turning at high speeds, 
indicate special actions. One or both of 
these can be turned off if desired. I 
prefer to pick the background tune I 
enjoy most and then turn the volume 
down so it becomes more of a back- 
ground noise. The joystick works quite 
well as the primary input device. 

Out Run does have a few flaws. 
The other cars can often follow com- 
pletely unpredictable paths, driving you 
into the side of the road causing a major 
collision just when you get your speed 
up. It is also hard, when travelling the 
tight corners, to turn quickly enough to 
avoid a side obstacle. The only solution 
to these difficulties seems to be memoriz- 
ing the course and slowing down ahead 
of time. Finally, the included high-score 



list is not saved to disk and is therefore 
reset with each playing. I wish compa- 
nies would not include a high-score 
option if they are not going to save it to 
disk. Don't make me go through all the 
trouble of entering my name if you are 
not going to save it! 

Despite these shortcomings, the 
conversion was done very effectively and 
this game will be a valuable addition to 
any gamer's collection. 

Star Wars 

Next comes Star Wars by Broder- 
bund, another adaptation of a popular 
coin-op game. For those who have not 
seen or played it, the basic theme is 
based on the first Star Wars movie. You 
must successfully pilot your agile X-wing 
fighter in its mission to blow up the 
dreaded Death Star by shooting a 
torpedo down its exhaust chute. While 
the movie had only one Death Star, die 
game has a limitless number, each of 
which must be approached and then 
direcdy attacked to eliminate threat to 
the universe. 

Each mission begins with the flight 
through space to the Death Star. Here 
massive numbers of Imperial Tie fighters 
try to sneak up on you and blast you out 
of the sky. After this comes a chance to 
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clear the laser towers protecting the 
Death Star from its surface. The final 
segment involves negotiating the tight 
confines of the trench that surrounds the 
Death Star, ending at the exhaust port 
itself. If you can successfully launch a 
torpedo down the port, you will be 
rewarded by a brief animation of the 
Death Star's explosion and then advance 
to the next level. Failure to hit the port 
requires replay of the trench sequence, 
so accuracy at the end is vital. 

During each stage, your opponents 
will be strewing a steady stream of 
fireballs in your direction which, if not 
shot with your high-power laser, can 
quickly destroy your shield and craft. As 
your shield is depleted it changes color, 
and any hits after it is destroyed will 
destroy your craft and end your mission. 

You can control your fighter using 
either the joystick or the mouse. Herein 
lies one of the games major shortcom- 
ings. While the mouse works very well 
for the first two stages, it can be ex- 
tremely difficult to maneuver through the 
higher level trench segments while 
destroying oncoming fireballs. This is a 
problem because moving the cursor to 
hit a fireball often causes the fighter to 
head in an undesired direction and into 
an obstruction. 

The graphics in Star Wars, while 
nice when the game was originally 
released to the arcades, do not really 
compare with current standards. All the 
graphics are colored line segments 
similar to those used by many of the 
earlier vector-based displays. These 
graphics are clear and easy to follow, but 
the game was almost too faithful to the 
original design, making the game fall 
short of what is possible. 



The game might still be worth- 
while, despite the limitations of its 
graphics, If the controls worked better. 
As it is, I found myself navigating 
through the first two sections, only to die 
quickly while attempting a complicated 
trench section. I can only recommend 
this game to those fans who spent hours 
playing Star Wars at the arcade and just 
cannot wait to get back to destroying 
Death Star after Death Star. 

Platoon 

The third and final arcade game is 
Platoon by Data East. Based on the 
movie of the same name, the game 
attempts to instill in the player many of 
the movie's themes. As the squad leader, 
you must lead your five men through 
five different stages in an attempt to 
eliminate the Viet Cong threat. 

The joystick is used to maneuver 
your character around the screen, with 
the fire button being used to fire your 
weapon. Only a limited number of 
rounds are available though, so these 
shots must be used with some restraint. 
Play continues until the end of the sixth 
stage is reached or the squad's integrity 
is lost. Each man can take up to four hits 
before dying. The squad's overall morale 
also decreases with each hit until unit 
integrity is completely lost and the game 
is over. 

The graphics look like direct 
translations from an 8-bit and fall far 
short of what is available on the Amiga. 
This is too bad since the game is highly 
graphic and could have greatly benefited 
from good graphics. 

The other main problem with the 
game is its play system. While the 
current soldier is armed with both a rifle 



and a supply of grenades, fire can only 
go from left to right. This can be a 
problem when enemies suddenly drop 
down on your head or pop up through 
the ground at your feet. While grenades 
can hit the ground-level enemies, they 
only fire a fixed distance, and if you are 
not at this distance precisely when the 
enemy pops up, you cannot hit him. 
Hard-to-see tripwires can also take the 
life of any soldier unfortunate enough to 
srep on them. 

It would seem that the designers 
followed die advice on the back of their 
box: 'The first casually of War is 
innocence", and "At times, the odds may 
seem insurmountable. But don't think 
about winning — to survive is enough." 
Gameplay is next to impossible. Sudden 
enemy appearance in the jungle se- 
quences make completing this phase a 
distant hope. While the rulebook 
suggests making a map of the forest, this 
is impossible since no pause feature is 
available. Only by memorizing the layout 
can you ever hope to reach the higher 
levels. 

Even after many hours in the 
Jungle phase, I was unable to find my 
way out of the jungle before my squad 
fell apart and I had to restart. Death 
came so fast that, to paraphrase the box: 
"The first causality of playing this game 
will be your interest in it." While I do not 
always complete every arcade game ! 
attempt, I can usually advance several 
levels after a few hours of play. But this 
game deprived me even of the simple 
joy of reaching the second phase. 

Because of the fatal flaw in the 
gameplay I could not recommend this 
game to anyone. Many other action 
games exist for those desiring it. 





Figure Two 

Star Wars 

May the 
force be 
with you 



Battleship 

The next game on the list should 
be known by almost everybody. Milton 
Bradley's popular Battleship game has 
been brought to the Amiga by Epyx. 

Battleship is very true to its 
namesake. Two players each place five 
ships on a 20 x 20 square grid. Each side 
has a force of six ships, ranging in size 
from the mighty six-square battleship 
down to the lowly two-square torpedo 
boat. Each side takes turns firing salvos 
of shots at the opponent's grid, guessing 
where the opposing ships are located. As 
ships are sunk, the number of shots 
available to that side are reduced, with 
the winner being the one to first 
eliminate all opposing ships. 
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A few nice features were added to 
the game to enhance gameplay. The 
mouse is used to both place ships and to 
choose where on the grid to fire. After all 
shots have been placed, a short animated 
sequence of the view over the gun tubes 
of a battleship is shown, with each shot 
flying out sequentially. Any hits explode 
on the affected ship, and accumulated 
damage is indicated with a sunken ship 
being eliminated from view. Each game 
ends with a "sail-by" of the winning fleet 
across the screen. 

The computer can fill in for either 
side and can even play demo games to 
give the player a better feel of the action. 
Obviously replay value is limited. 
Because the game is so true to the 
theme, only dedicated players will find 
lots of enjoyment from Battleship. Most 
people will find their money spent much 
more effectively on other games. 

ReelFisb'n 

Finally this month is a very unique 
game. Reel Fish'n by Interstel covers that 
popular sport of — you guessed it — bass 
fishing. Definitely alone in its field, Reel 
Fish'n produces an interesting game from 
a rather odd sport. 

In Reel Fish'n you play a small 
business owner and bass fisherman 
attempting to perfect your skills at this 
active sport. Being self-employed, each 
week you can make the decision of how 
many days to work and how many to 
fish. While fishing every day might be 
nice, working provides the income 
necessary to finance your sport. To aid 
you in your selection is a chart of the 
predicted weather conditions for Monday 
through Saturday. As can be expected, 
this forecast is less accurate toward the 
end of the week. Weather conditions 
gready affect how the fish bite, so this 
choice must be made carefully. 

Each fishing day begins bright and 
early. The radio must be checked first for 
the day's forecast. Then the phone is 
used to call the local baitshop to 
determine the best prospects for the day. 
Each lake costs a different amount to 
fish, usually based on its distance from 
your home. After a lake has been 
selected, it is on to the tackle shop. Here 
the lures and other stock of your trade 
can be purchased, including elaborate 
depth finders and even hi-tech boats. 
Until you save up enough money from 
tournament winnings though, you will 
not be able to own a boat of your own 
and will instead rent one of the available 



boats for the day. The tackle shop can be 
skipped if you do not need any addi- 
tional equipment. 

Next it is on to the lake. Your 
fishing day begins at 7 am and continues 
until the sun goes down at 9 pm. It is 
here that the real action occurs. After 
piloting your boat around to a suitable 
spot on the lake, you sit back and begin 
casting. Each cast takes 10 minutes, so 
you must pick your areas carefully to 
make maximum use of your time. As 
with real fishing, you must not only cast 
the line, but entice a fish to strike it 
while you reel it in, properly set the 
hook, and then reel the fish into your 
net. 

Once you have gained sufficient 
skill at fishing and after saving up 
enough money, you can enter one of the 
three-day tournaments in a bid for big 
prizes. While the entrance fees are high 
($500), the prizes are worth it for the 
successful angler ($3000-5000). Competi- 
tion is fierce, so only attempt this after 
you can regularly haul in many large fish 
during normal sessions. 

The graphics, while not spectacu- 
lar, are sufficient for play and add to the 
feel of the game. The sky even darkens if 
you are out on the lake during a storm. 
The mouse is used to control all aspects 
of gameplay and works well after the 
peculiarities of the fishing sequence are 
mastered. A substantial rulebook is also 
included that not only fully explains 
gameplay but also provides a fair amount 
of background on the sport of bass 
fishing. 

Reel Fish'n definitely wins an 
award for originality. This is not a typical 
strategy game and will obviously not 
appeal to everyone, but for those who 



are open to something different, Reel 
Fish'n might be just the choice to provide 
many hours of stimulating entertainment, 
Now if I could just make enough to buy 
my own boat... 

•AC- 



Sega 

distributed by Mindscape, Inc. 

3444 Dundee Rd. 

Northbrook, II 60062 

Barrle Ont. Canada L4M 5R3 

(705) 737-5998 

Out Run, $49,95 

( Inquiry #202 ) 

Broderbund Software. Inc. 

17 Paul Drive 

San Rafael, CA 94903 

(603)644-3360 

Star Wars, $39.95 

( Inquiry f203 ) 

Data East USA, Inc. 

470 Needles Dr. 
San Jose, CA 95112 

Platoon, $44.95 
( Inquiry #204 ) 

Epyx 

600 Galveston Dr. 

P.O. Box 8020 

Redwood City. Ca 94063 

(415)366-0606 

Battleship, $29.95 

( Inquiry #205 ) 

Interstel 

distributed by Electronic Arts 

1820 Gateway Dr, 

San Mateo, CA 94404 

(800) 345-8525 

in CA, (800)562-1112 

Reel Fish'n 

( inquiry #206 ) 




Figure Three 

A stop at 
the Tackle 
shop in 
Reel 
Fish'n 
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Aaargh 


Leisure Suit Larrj 


Arazok 


Leviathan 


Baal 


Maniax 


Breach 


Moonmisr 


Castle vania 


Nord 


Contra 


One On One 


Deja Vu 


Out Run 


DrXes 


Pub Games 


EbonStar 


Puppy Love 


Enchanter 


Q Ball 


Faery Tale 


Ringside 


Freeway Massacre 


Robocop 


Ganymed 


Space Spuds 


Gridiron 


SPOC 


Hex 


Targis 


Harrier 


Trivia 


Jinxter 


Wayne Gretzky 


JUG 


Zoom 


Kampfgruppe 


Zork 


Kingdoms of England 





Crossmania 



i. 

2. 

3. 
4. 

5. 

6. 

7. 

8. 

9. 

10. 

11. 

12. 

13. 
14. 
15. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 
23. 
24. 



. Bomb, destructive weapon in "DataStorm" 



Subcompany that wrote "Bard's Tale" and "BattleChess" 

Character's "goal" class in "Ultima IV" 

Mines on the moon in "Rocket Ranger" 

Good guy in "Barbarian" 

Type of destroyer in "Destroyer" 

Brother in "Faeryiale Adventure" 

Name of the land in "Ultima in" 

Name of the land in "The Pawn" 

The trap with but one escape in "Bard's Tale II" 

Bad guy in "Phantasie III" 

Princess's picture at the end of the first level dungeon 

in the "Bard's tale II" 

Codeword for the dreamspell in "Bardstale II" 

Name of the paddle in "Arkanoid" 

Makers of "Shadow-gate" 

A bad guy in "Starfleet I" 

Garrison's Wizard, Warrior, 

Your ship in "Starglider II" 

Ship in "Sex Vixens", Big 



Elf, Dwarf, and 



Character in "Boulderdash", also stars in his own games 
The professor in "Cosmic Relief 

"Better Dead Than Alien"'s Brad 

You need nine of these to complete "Phantasie" 
Item that calls the turtle in "Faerytale Adventure" 




full credit is given to the author, Paul Costa 
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Insight into the World of Freely Redisributable Software for the Amiga^ 



By 

Mike Morrison 



Fred Fish Disk 211 

AmigaWave 

Another animation by Allen Hasting. 
This one shows a pool with a marble 
walk way around it. The word 'Amiga' 
floats above the pool and the reflection 
is shown in the water, along with all the 
appropriate ripples. Author: Alan 
Hastings. 

Esperanto 

A keymap modification that allows the 
user to type in either Welsh or 
Esperanto. Author: Glyn Gowing. 

Image-Ed 

An update to the release on Fred Fish 
#204 fixing a few bugs. Shareware 
program. Version 1.9, binary only. 
Author: Jonathan Potter. 

SignFont 

A keymap that allows the user to type in 
American Sign Language. Author: Glyn 
Gowing. 

VirusControl 

A program to help you with the battle 
against viruses. It checks disks when 
inserted, shows bootblock, checks 
system vectors, protects from link 
viruses, and more. Version 1.3 including 
assembly language source. Author: Pius 
Nippgen. 



Fred Fish Disk 212 

Alice 

A 1988 Badge Killer Demo Contest 
(BKDC) entry. Shows a face of a woman 
and a magnifying glass that has 
extremely good magnification. Author: 
Carey T. Pelto 



DlskSaiv 

An update to the version on Fred Fish 
#177. Supports both Amiga Standard File 
System and Fast File System. Recreates 
on another device as much information 
as it can from the original device. Binary 
only. Author: Dave Haynie. 

DogsWorld 

A 1988 BKDC entry. Shows the Earth 
rotating with a dog running on it as it 
spins. Author: Charles Voner. 

Fred Fish Disk 213 

Cucug 

A 1988 BKDC entry. Shows the groups 
logo rotating around a large silver ball. 
Author: Ed Serbe. 

Icons 

Around 300 icons in eight colors. A 
program is included to change your 
workbench from 4 to 8 colors. The icons 
where created with Dpaint II and Icon 
Gen. Author: Wolf-Peter Dehnick 

Fred Fish Disk 214 

ArcPrep 

Helps prepare files or directories to be 
archived. Allows you to scan dirough 
directories and handle long filenames. 
Version 2.1. Author: Garry Glendown. 

MandelVroom 

A complete Mandelbrot/Julia-curve 
generating program. Has a full list of 
features and is written in assembly 
language for speed. Requires 1 meg or 
more to run. This is the source to 
version 2.0 available of Fred Fish #78. A 
compiled binary, along with help files 
and example images is on Fred Fish 
=215. Author: Kevin Clauge. 



MemDiag 

A memory diagnostic program that keeps 
the system's free memory list free from 
addresses that can produce memory 
errors. Version 1.1, include source. 
Author: Fabbian Dufoe. 

RunBack 

An update to the versions on Fred Fish 
#73 and #152. Uses Gunnar Nordmark's 
NULL: device instead of the NIL: device 
which caused errors. Includes source. 
Authors: Rob Peck, Daniel Barrett, Tim 
Maffett, 

Smartlcon 

Allows you to iconify Intuition objects. 
Adds another gadget to windows that 
when clicked on turns tile window into 
an icon. Version 1.0 is currendy is limited 
to windows. This is the same as the 
program on Fred Fish =134, but includes 
source, shareware. Author: Gauthier 
Groult. 

Fred Fish Disk 215 

MandelVroom 

A full featured Mandelbrot/julia-curve 
generating program. Very nice. As 
described above on Fred Fish #214, 
which contains the source for the older 
version. Author: Kevun Claque. 

Fred Fish Disk 2l6 

BackDrop 

Allows you to define a pattern for your 
Workbench screen. Includes source. 
Author: Eddy Carroll. 

C64Emul 

Makes your Amiga look like a C-64. 
Author; Eddy Carroll. 
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Cload 

A program that generates cloud-like 
fractals. Binary only. Author: Mike Hall, 

PrtSpool 

A print spooler that waits for data that 
needs to be printed. The program adds 
line numbering and page headers. Binary 
only. Author: Daniel Barrens. 

VirusX 

A new version of VirusX that checks for 
eight more viruses. Version 3.20, 
includes source. Author: Steve Tibbet. 

Wanderer 

A game with graphics and sound based 
on games such as Boulderdash and 
Repton. Has a built in editor for 
extending the game by adding screens. 
Author: Steve Shipway and others. Amiga 
port by Alan Bland. 

Fred Fish Disk 217 

AntiCBS 

A Leo Schwab animation made to protest 
a certain network's coverage of die 
Hacker's Conference. Take a look. 
Author: Leo Schwab. 

Echo 

A replacement program for the echo 
command. Has features that allow you 
to clear die screen, place the curser, and 
set text style/color. Includes source. 
Author: Garry Glendown. 

LnstallBeep 

This program replaces the DisplayBeep 
function so that you can use an IFF 8SVX 
sound sample instead. PlayBeep runs as 
a background task so things don't get 
slowed down. Version 1.1, binary only. 
Author: Tim Friest and Don Witliey. 

Sniplt 

A program diat runs in die background 
that allows you to cut and paste from 
any source as though you typed it from 
the keyboard. Then later you can paste 
the test where you want it. Version 1.2, 
includes source. Author: Scott Evernden. 

SonixPeek 

A utility that allows you to scan 
directories for Aegis SonLx scores. The 
program then creates a list of instruments 
needed by each score so you know 
which instruments are needed. Includes 
source. Author: Eddy Carroll. 

Stevie 

A PD version of die UNLX editor 'vi'. 
Supports window sizing,arrow keys, and 
help key. This is an update to the 
program on Fred Fish #197. Includes 
source. Author: Various, Amiga work by 
G.R. (Fred) Walter. 



Fred Fish Disk 118 

EdLib 

This is a library of functions for Manx. 
This is version 1.1, an update to Fred 
Fish #183. Audior: Edwin Hoogerbeets 
and C-functions from other authors. 

Mandel 

Another mandlebrot generator program. 
This is version 1.3 an update to the 
program on Fred Fish #111. The new 
version includes an ARexx hook and 
more. Includes source. Author: Olaf 
Seibert. 

Maze 

This program lets yoti create mazes from 
simple one level, to complex three 
levels. Version 1.2, includes source, 
Audior: Todd Lewis. 

PcPatch 

Patches for PCCOpy and PCFormat to 
allow reading, writing and formatting of 
any kind of MS-DOS style disk, including 
720K 3.5" diskettes. This is an update to 
the program on Fred Fish -163, binary 
only. Author: Werner Guenther. 

Scanner 

Generates commented C code of all 
Intuition structures in memory. The 
program starts at IntuitionBase and 
follows all pointers storing all the 
structure to the standard output when 
done. Version 1.0, includes source. 
Author: Stefan Parmark. 

Worm 

An Amiga version of the 'worms' 
program. You can specify the length, 
size, and number of worms. Includes 
source. Author: Brad Taylor, Amiga port 
by Chuck McManis. 

Fred Fish Disk 219 

DeepSky 

A database with information on 10,368 
non-stellar objects! The database is 
distributed in zoo format an extracts to 
about 1.2 MB. Version 5.0. Auhtor: 
Saguaro Astronomy Club. 

Mv 

A UNIX like mv/cp/rm program. You 
can move, copy, or remove files. 
Supports Arp style wildcards. Version 
1.1, includes source. Author: Edwin 
Hoogerbeets. 




SPOC 

Your Amiga Becomes SPOC — Special Progiams & 
Operations Computer! Your family can interact and compete 
with SPOC in over 35 highly entertaining ways. Contains 
educational and demo sections to show off your Amiga. Your 
family will run tnis disk more than all your olher entertainment 
software combined or your money back. 

You also gel a disk from SPOCPD, our best of public 

domain — gre;il programs, reworked to run smoothly and 

easily, Both disks come with plain label and compact code — 

you do not pay for copy protection and fancy packaging. Why 

pay S30.00-SSO.00 lor one program when you can obtain a 

complete entertainment library for only S25.0Q to: 

SPOC 

Box 299 

Kiowa. OK 74553 



Circle 128 on Reader Service card. 

Fred Fish Disk 220 

Dnet 

This program allows you to connect an 
Amiga and a UNLX (BSD4.3). Achieves 
better than 95% throughput on file 
transfers. This is version 2.0 and 
replaces the program on Fred Fish #145, 
includes source. Audior: Matt Dillon. 

•AC- 



Correction! 



The Digi-View Gold review in June's AC 
(vol 4.6, p. 25) neglected to mention 
improvements that were made to die pro- 
duct from its predecessor, Digi-View 3.0. 

According to jae Emmerson of NewTek, 
Digi-View Gold contains moderate 
changes in the software found in Digi- 
View 3.0. These changes, although not 
apparent to the user, provide better 
support for the A500 and A2000. 

Digi-View Gold was further updated by 
providing new hardware to fit Amiga 500 
and Amiga 2000 ports. (Previous versions, 
based on die Amiga 1000, required 
adapter cables or plugs to fit the A500 or 
A2000 computers.) NewTek now 
recommends the use of flourescent 
lighting for better color reproduction with 
Digi-View Gold. 
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AMIGA 

Entertainment Software 



AMIGA GAMJE 

4 in one! 

4 x 4 Off Road Racing 

4th & Inches 

4th & Inches Team Construction 

A Mind Fo 



Action Fighter 

Adv. D&D: Heroes of the Lance 

Adventure Construction Set 



DESCRIPTION 

Slotcars, CircuitMania. ShufflePuzzle and Follow That Tune 

Choose your own vehicle. 

Energy levels decrease according to plays. 

Used with 4th & Inches, assemble your own 

Journey into the future. 

3-D, Cyclops or Godzilla on a quest for the Golden Dragon's egg. 

Stan on a motorcycle, transform into a supercharged aircraft. 

Enter into the ruins of the temple Xak, battle for the magic key. 

Build your own graphic and text adventure. 



PRICE 

S 29.95 
S 39.95 

S-h.95 




S39.95 
S39.95 
S 19.95 



COMPANY 

Polyglot Software 
EPYX 
Accolade 
:oiade 

Mill 

Elearonic 
Mindscape, Inc 
Electronic Arts 
Electronic Arts 





Alien Fires-2 199 A.D. 
Alien Syndrome 
Alternate Reality: The City 
Amegas 

Andromeda Mission 
Annals of Rome 



Seek out a time machine that you must destroy. 

Rescue comrades trapped inside an alien-infested genetic laboratory. 

Explore The City, fully populated with new creatures. 

40-screen game. 



S39.95 
S39.95 

S49.95 
$39.95 



You are elected to save the human race. 

You are the leader of the ancient Roman senate. 



S39.95 

S34.95 



Konami Ini 

Electronic Arts 
Mindscape 
Electronic Arts 
DigiTek. hit 
Ameni 
Electronic Arts 




Aquavenrura 
Arazok's Tomb 

Archon 

Archon II: Adept 

Arcticfox 

Arena 

ARKANOID 

Art of Chess 

Aunt Arctic Adventure 

Aussie Joker Poker 

Autoduel 

Awesome Arcade Action Pack 

BAAL 

Bad Dudes 

Balance o f Power 

BaUistix 

Ballyhoo 

Battle Chess 

BattleDroidz 

Battleship 

Better Dead than Alien 

Beyond Zork 

Bingo Parlor 

Black Lamp 

Black Shadow 

Blackjack Academy 

{Blitzkrieg at the An 
Block Buster 
Blood Money 
Bobo 

Bomb Busters 
Boot Camp 



Multi-level arcade game 

You're the reporter, investigating an ancient underground city. 

Chess-like strategy. 

•few diameters and different objects. 



S39.95 Psygnosis Ltd. 

$39.95 Aegis Development, Inc. 

S19.95 Electronic Arts 



Defend the South Pole from alien invaders, 3-D landscapes. 

Track and field events. 

Brick and paddle arcade game, 66 levels of play. 

Play with the Grand Masters. 

Help Charlie the Chimp rescue his aunt, 50 levels. 

Computerized card game up to 90 players. 



S39.95 
S39.95 







Bowling 

Breach 

Bride of the Robot 



An adaptation of Car Wars. 

Sidewinder, Captain 2tod, and Blasta Ball. 

You are the leader of the Time Warriors. 

Intense street fighting action game. 

Nuclear-age pitting the U.S. against U.S.S.R. 

Score more goals than your opponent. 

Rescue the circus owner's kidnapped daughter. 

Hegor the famous dragon-slaying, monster-mangling Barbarian. 

Over 30,000 moves, ten different levels of play. 

3D, gladiator games of ancient earth. 

Based on the board game 

Battle wave after wave of slimy alien creatu: 

Design your own character. 

Talking bingo game for 1 to 10 playi 

Confront the fire-breathing dragon for the Enchanted Black Lamp 

Outgun the enemy and bomb key installations. 

Blackjack dollar amounts up to $9999.00. 

ar II battle 
Knock down barriers and catch falling tok 
Four alien safari missions. 
Helping Bobo plan his escape. 
Defuse bombs through 100 levels of play. 
Firing range, chin ups and arm wresdir.g . iron man race. 
Player uses the mouse to throw the ball. 




S29.95 
S24.95 
S39-95 
S49.95 
S39.95 



N/A 
S44.95 
S49.95 
$34.95 
$14.95 
S39.95 
Si9.95 
S34.95 
S29.95 
.r- 
9.95 
9.95 
$24.95 
$34,95 
$39.95 



Discovery Software lnt'1 
Anco Software USA Inc. 
Mindware International 




Mindscape Inc. 
Broderbund Software. Inc. 

Psygnosis Ltd. 

Accolade 

Mindscape Inc 

Psygnosis Limited 

Infocom 

Psygnosis Ltd. 

interplay Productions 

Electronic Arts 

EPYX 

Discovery Sol 

Infocom 

Silver S01 

Rainblrd Software 

Scorpion 

Microlllusions 





S39-95 
$49.95 
S34.95 
S29.95 
S39.95 



Mindscape 
Psygnosis 

Antic Software 
ReadySoft, Inc. 
Konami Inc. 

software 




Intelligent opponents, multi-level combat areas. 
Tile further adventures of Captain Brad Stallion. 



$39.95 Omnitrend Software Inc. 
$39.95 Free Spirit Software, Inc. 




Bridge 5.0 

British Open Courses 

Bubble Bobble 



A complete bridge playing simulation. $34.95 

Works with Accolade's MEAN 18,five different courses. $20.00 

Battle battalions of bullies by blowing and busting billions of bubbles. S34.95 



Artworx 

Moonlight Development 

Taito Software Inc. 
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AMIGA GAME 



DESCRIPTION 




jide a bubble through 36 rooms, catacombs, obstacles, and tra 
el your bank to acknowledge your change-of-address form. 

California Games Surf, .skateboard, roller-skate, and BMX race all through Califoi 

Capone Chicago's 1920s, use your machine gun to beat the gangsters. 

Captain Blood Captain Blood's clones must be destroyed before they drain his energy. 

Captain Fizz Meets The Blaster-Trans 20 compulsive levels.no shortage of alien blasting 

Carlos Monte's 7-Card Nopcekie Poker-style casino game. 

Carlos Monte's Blackjack/Solitaire Blackjack or solo a round of solitaire. 

Carlos Monte's High-Rolling Craps Carlos Monte full craps rules and casino options 

Carrier Command High Tech combat simulation to capture over 60 islands. 

Casino Fever Craps, roulette, blackjack and poker. 

Castlevania Go up against Count Dracula as he goes for your jugular. 

Erfold Squares Digitized graphics, uncover strategically positioned squares 

450 fictional players for use with Gridiron. 
D 5 5400 full-color screens spread throughout 1 1 levels. 

Chessmate 3-D graphics and varied skill levels. 



PRICE COMPANY 




$39.95 
S49.95 
S29.95 




EPYX 

Actionware 

Mindscape 

Psygnosis Limited 
Erisian Software Products 
Erisian Software Products 
95 Erisian Software Products 

S44.95 Rainbird Software 

539.95 Ethos Development Co. 

S39.95 Konami Inc. 
Artworx 

$14.95 ea Beta Software 

$34.95 Mindware International 




Chrono-Quest 
City Defense 



Suspected of your father's murder, he has escaped into the future. 
Defend cities from outer-space laser attacks. 



Works with Accolade's MEAN 18, five different courses. 

Join the fun with bumbling detective characters 

Four different sets of chess pieces. 

Push-ups and hand-to hand combat. 

Enemy forces on American soil,blast apart waves of enemy atlacks! 

Batde wits it challenge the computer, 12,000 to 20,000 word dictionary 



S 29.95 Dark Horse 

S 49-95 Psygnosis Ltd. 

S19.95 Constellation Software 

$20.00 Moonlight Development 



Classic American Courses 

Clever & Smart 

Colossus Chess 

Combat Course 

Combat Zone 

Computer Scrabble 

Contra 

Conversation With a Computer 





Cosmic Bounce 
Cosmic Relief 
Craps Academy- 
Crash Garrett 
Crazy 
Creatui 
Cross-Links 
Crystal Hammer 
CSTData Disk 1 ,2,3,4 

(CubeM: 
Cutmroal 
Dark Castle 
Datastorm 
Deadline 
Death Sword 
Defcon-5 

Defender of the Crown 
Deja Vu: A Nightmare Com »s Tme 
Deja Vu II: Lost in Las Vegas 
Destroyer 
Diablo 
Dino- 

Distant Armies 
Dominoes 

DONDRA— A New Beginning 
Double Dragon 
Double Dribble 
Downhill Ch 
Dr. Xes 
Dragon's Lair 
Dream Zone 
Dungeon Construction 
Dungeon Master 
Dungeon Quest 
Earl' 
Earl ' 




If you survive, the Earth survives. 

Doubles as a program guide, includes checker program. 

Test your skill at manipulating characters and extracting informal 

Bounce and dodge through more than 20 levels of action it surprises. 

Direct one of five explorers along a quest to find Earth's only hope. 

Animated dice with scrolling table. 

Comic adventure with speech bubbles and voice. 

cks cover the U.S, Mercedes, Lamborghini Countach, & Peru 1 1 
itir laser gun & quick thinking to blast the enemy & return home 
Word find games allow players to build their own games. 
Breakout game with 30 levels of play. 
Additional data disks for Uncle D's ConSOU NTJ tra lion. 

shooting game with 100 levi 

a shipwreck's sunken treasure. 
efeat the Black Knight in the Casde of Doom 
Your ship fights its way through dangers and aliens. 
Whodunnit murder with 6 suspects and a 12-hour time limit. 
Fight to the death for Princess Mariana. 

is the key to survival, control surveiience systems 
id the Saxon knights into battle and win the Crown of England 
Solve the murder, and regain your memory. 
Select from a multitude of clues that may help save your neck. 
World War II in the Pacific. 

Keep the ball rolling by laying the tracks down in front of it. 
'wo opposing armies of the best known di 
10 forms n! chess,2 and 3D views 
Classic board game with 3-D graphics, 



DigiTek 
$34.95 Artworx 
$39.95 Mindscape, Inc. 
S14.99 Keypunch Software 
S39.95 Electronic Arts 

Konami Inc. 




$39.95 

S29-95 
$34.95 
$39.95 
$39.95 
S39.95 
$39.95 
S29.95 



Jenday Software 
Rainbird 
ReadySoft, Inc. 
Electronic Arts 
Microlllusions 
Antic Software 
Titus Software C01 
Actionware 
Poco Loco 







S19-95ea Constellation Software 

AlohaFonts 

ASDG inc. 

Infocom 

Three Sixty 

Visionary Design Tech. Inc. 

Infocom 

EPYX 
ismi Coq 

Mind 
$49-95 Mindscape Inc. 
S49-95 Mindscape, Inc. 
$39.95 EPYX 
$29.95 Classic Future 
I 



$39.95 

S9.95 

S39.95 





Find the Crystal Prism of Heheutotol. 

Help pursue the gang that has kidnapped Billy's girlfriend. 

5 on 5, the clock is ticking; the coach is screaming. 




Compete in downhill, slalom, giant slalom and jumping e 
Discuss your mental health and well-being. 
lescue Princess Daphne from the evil Singe the Dragon. 



I 



Ear] Weaver Baseball 

Weaver Baseball Data Disk 
EbonStar 
Echelon 

Elite 

Emerald Mine 
Empire by Interstel 
Enchanter 
Enchanter Trilogy 
Enlightenment 



A mad scientist's elixir has turned your dream world into a reality. 
Create new labyrinths, scenarios, monsters, treasures, and magic items. 
Real-time dungeon exploration with 3D view. 
Follow your journey through dark castles and forests. 
Challenges your skill as a batter, pitcher, fielder, and mar 
Statistics from 1986 major-league teams. 

Destroy competitors by hurling them into the synthetic black hole. 
Puts you in control of the C104 and in the heart of the action. 

How you aquire the needed skills is up to you. 

Collect jewels, avoid obstacles, and beat the clock. 

Stop the Krellans from total domination of alliance airspace. 

You are a novice magician in a world of wizards and spells. 

Enchanter, Sorcerer, and Spellbreaker all in one package. 

Summon your master magician & elemental to aid you in your quest. 



N/A Spectrum Holobyte 

S39.99 Electronic Arts 

$39-95 Konami Inc. 

lirtxk-rbund Software, Inc 

S39.9:> Finally Technologies 

$59-95 ReadySoft, inc. 

$49.95 Baudville 

S39.95 Microlllusions 

$39.95 FTL Games 







Image Tech 

nlc Arts 





S34.95 
$44.95 
S 34.95 
9.95 

S14.95 

$29.85 
$24.95 



Microlllusions 
Access Software 
Rainbird Software 
' -llation Sol 




Rainbird Software 
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AMIG A GAME 

Extensor 

F/A-18 Inte 

Face Off 

Faery Tale Adventure 

Falcon 

Famous Courses Disk Volume • 1 

E Famous Courses Volume II 
Famous European Courses 
Fast Break 

Ferrari Formula One Grand Prix 
Feud 



I 



Final Assault 
Final Mission 
Fire and Forget 
Fire Power 



DESCRIPTION PRICE 

D graphics and sound on Mars. 

>ix combat missions, free flight, and a training mission. 

Master die skills of staying on the ice and dealing with other piayers. $24.95 

3 brothers on a quest to save the land of Holm, 3D perspective. S-i9.9S 

F-16 simulation, four cockpit views. $49.95 

Play the world's best golf courses, requires World Class Leaderboard. $19,95 

More golf course challenges for owners of Mean 18. 5 19.95 

Works with Accolade's MEAN 18, five different courses. $20.00 

Three on three basketball and design your own plays. $44.95 

Compete against seven different drivers on 16 tracks. $49-95 
Take the part of a feuding medieval wizard & slug it out, SDell for spell. S19.99 

Select backpack supplies from over 50 items. S39.95 

ig and climb your way through 350 different levels. fggggggg^ 




Fire Zone 
First Expedition 
Flight Path737 



^^H 



Flight Simula* 




High 
FootMan 

Fortress Undergroi 
Foundation's Waste 
Freeway Massacre 
Fright Night 
Frostbyte 
Galactic Conqueror 

evasion 
Ganymed 
Gauntlet 

Gettysburg: The Turning Point 
GFL Championship Football 
Global Commander by Dal 
Gnome Rang< 
GO for the Amiga 
Gold of the Realm 
Gold Rush by Sierra On-Line 

(Goldrunner 
Goldrunner 11 
Grand Prix Circuit 
Grand Slam 
Great Resort Courses 
Grid Start 
GRIDIRON! 
GRIDIRON! 198/ 
Guerrilla War 
Gun Shoot 
HardBaU! 
Harpoon 

Eer Combat Simulator 
er M ission 
I Coach 1.0 



V-I6 triple turbo & four-wheel drive speed you through enemy terrain. 

Arcade-style, three tanks to choose from. 

21st century, behind the wheel of a high-powered combat vehicle. 

Enter an unknown ocean world, recover the 3 sun spheres. 

Learn to fly the 737. From solo flights to your international license. 



$39.95 
$24.95 



COMPANY 

DigiTek, 

Electronic 

Anco Software USA Ii 

MicroIIlusions 

Spectrum l-lolobyte 

Access Software, Inc. 

Moonlight Development 

Accolade 

Electronic Arts 

Mastenronic Int'l 

EPYX 

DigiTek Inc. 

Titus Software Corporation 

MicroIIlusions 




Over 120 airports, 5 scenery areas. Full instrumentation, many features 
Life-like sound, two different games. 

arch and destroy an undergroud enemy power station (640-screens) 
Use your stolen aircraft to escape from the evil planet. 
You play the Freeway Vigilante on the California Freeway. 
You're Jerry Dandridge, with 12 hours to bite everyone in the house. 
Help Hickey the Kreezer rescue his friends from the crater. 
Slop tire invasion, join a training mission to increase your skills 
id material to build the ultimate doomsday weapon. 3-D gal 
Fight the enemy hordes on Ganymed and win back your planet. 
Dungeons, traps, and treasures. 
Reenacts the three day Gettysburg Civil War battle. 
Smash through 60 minutes of hard-hitting football. 
In the year 2032. you are responsible f< 



$34.95 
$49.95 
$24.95 
$49.95 

S39.99 



$34.95 
S39.95 
S39.95 
$29.95 



Electronic Arts 
Electronic Arts 
Anco Software USA Inc. 
subLOGIC Corporation 

tion .Software 
DigiTek Inc. 
Teknoware 
Microdeal 
StarSott De- 





29.95 ReadySoft, Inc. 

$49.95 Mindscape Inc. 

$59.95 Strategic Simulations 

$44.95 Mediagenic 




Head Coach 2.0 

Heavy Metal Modern Land Combat 

Hex 

E Highway Hawks 
T 



Oriental game of strategy, 3D stones, wood or ivory playing board. 
Four castles to explore, 320 different scenes. 
Follow a miner from New York to California. 

Join in as humankind prepares to leave earth & enter the Golden Age. 
Fly your single seated flyer to the platforms and recover the robots. 
9 computer drivers have unique personalities and characteristics. 
Paris, Wimbledon, U.S. Open, Australian Open, choice of racquet. 
Works with Accolade's MEAN 18, five different courses. 
Drive a six gear Formula 1 race car over six circuits. 
vise and call your own plays, 
■ata clisk for use with Gridiron. 
A hostage rescue game 
Shoot 12 different criminals. 
Play or manage the team. 

You're a NATO Task Force Commander, against the Soviet fleet, 
ir and air-to-ground combat of the British Harrier aircraft. 
Shoot the enemy down with your heat-seeking missile. 
Results derived from statistical probabilities. 




$49.95 
$39.95 
S39.95 
$39.95 
S39.95 
$49.95 
S49.95 
$20.00 
$24.95 



$14.95 



Infinity Software 

Magnetic Images 

Electronic Arts 

Micro 

Mien 

Accolade 

Infinity Software 

Moonlight Development 

Anco Software USA Inc. 

BethesdaSc 

iftware 
Ace : 




S34.95 
$44.95 
$44.95 
S-.9 95 



DigiTek Inc. 

Accolade 

Three-Sixty 




Great for learning coaching strategy. 
Starts as a second lieutenant and move up through the ranks. 
Board of hexagons, characters move smoothly across the screen 
For experienced drivers only! ^^HHB^^^H 



S49.95 



549.95 
$44.95 
$39.95 
$34.95 



-A Inc 
MicroSearcfi 




MicroSearch Inc. 
Access Software 
Mark of lite Unicorn 
Anco Soffwa, 



Hitchhiker's Guide to the Galaxy 
Hits Disk 



I 



Hole-in-One Extra Course Disk 
Hole-in-One Miniature Golf 
Hollywood Hijinx 
Hollywood Poker 



Escape Earth & travel through the universe in search of.. well, whatevei 

Goldrunner, Slaygon. Jupiter Probe, & Karate Kid Part 

Three extra courses designed for Hole-in-One Miniature Golf disks 

72 holes, and many obstacles. 

Search a lifetime's worth of Hollywood memories in memorabilia 




Hostage 
Hybris 

Impossible Mission II 

Indoor Sports 

Infidel 

Insanity Fight 

Interna ti' 

Into the 

Jack Nicklaus' Greatest 18 Holes of 

Jackal 





Strip poker game with digitized female opponent 

Rescue the embassy hostages, time limits. 

im land, sea, and air as you earn yi 

Stop a madman seeking to take over the world in the 25th century. 

Air hockey, bowling, darts, ping pong. 3D graphics and animation. 

Searching the Egyptian desert for the great secrets of the lost pyramid 

Battle in space against the evil Death Ship. 

the weather, try a night game with shado' 

to the Nazi fortress to rescue three Allied saboteurs. 

Golf Play against a computerized Jack Nicklaus. 

Face awesome firepower as you try to rescue your brothers-in-arms. 



$19.95 

$39.95 

$14.95 

.05 

5 



$39.95 
$49.95 
$ 9.95 
39-95 



$49.95 
$39-95 



DigiTek Inc 
DigiTek Inc. 
Infocom 
DigiTek, Inc. 

Discovery Softw 

Mindscape Inc. 

Infocom 

Microde 

Inc. 
Accolade 
Konami Inc. 
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AMIGA GAME 

E japan Scenery Disk 
Jet 
Jigsaw Puzzlemania 



Jinxler 
Joe Blade 
JUG 

Kampfgruppe 
Karate Kid Part II 
Karate King 



DESCRIPTION PRICE 

> detailed scenery from Tokyo to Osaka. $24.95 

Land and sea-based targets and aerial combat scenarios. S49.95 

Accepts user's graphics for personalized puzzles too. S 29.95 

Set in a jinxed land menaced by the impending death of good fortune. S44.95 
Rescue six world leaders. $34.95 

Beware of attacks from the planet you are trying to rescue. $39.95 

Tactical WWII with the weapons from the Russian Front 1941-1945. $59-95 
You must discover the secret of the drum-or die! $39-95 

Karate combat game with nine different levels. S 19.95 



Go-cart racing, players choose tires to fit the weather conditions. 
Ride your bike against the computer or a friend and the clock, 
jump marbles and remove as you go, strategy becomes intricate. 
Lead your troops into enemy territory, rescue soldiers and return. 



Karting Grand Prix 
Kickstart II 
Kikugi 

EUe Killed 
>f Chicago Battle the legendary Capone mob for control of 1930's Chicago 

Quest Outwit a witch, climb a beanstalk, ride an eagle, and battle a drag 

King's Quest II: Romancing the Throne Search for 3 magic keys to an enchanted land, or, a magic carpet 
King's Quest III: To Heir Is Human Help Gwydion break free of an evil wizard. 
Kingdoms of England Conquer England by combining strategy with arcade skill. 

As a dungeon master devise traps and tunnels to trap your friends. 



S24.95 
$19.99 
$39.95 
$39.95 
$49.95 



COMPANY 

subLOGIC Corporattoi 

subLOGIC Corporation 

Artworx Software Company 

Rainbird Software 

DigiTek Inc. 

Microdeal 

Strategic Simulations, Ii 

Microdeal 

Constellation Software 





Anco Software USA Inc. 
Mastertronic International 
Image Tech 
Teknoware 




Land of Legends 

Larry and the Ardies 

Leader Board 

Leather Goddesses of Phobos 

Leatherneck 

Leisure Suit Larry 

K Leisure Suit Larry 
Leviathan 
Light Division 
Lords of the Rising Sun 
Mad Libs 
Major Motion 

IManhunler: New York 
Maniax 
Marble Madness 
Master Ninja 
Mean 18 
Mega Pinball 
Menace 
Metal Gear 
Mighty Marvel vs. F. 
Mighty Nerd 
Mike the Magic Dragon 
Mindwalker 
Mini-Putt 
Mission Elevator 
Moebius: The Orb of Harmony 
Moonmist 

Murder on the Atlantic 
New York Subway 
NFL DataDisk 



S49.95 
S49.95 
S49-99 
$49.95 



Mindscape Inc 
Electronic 
Electronic Arts 
Electronic Arts 
Incognito Software 




S19.95 
$44.95 
$14.95 
S39.95 
S39.95 
:•; a 




Avoid the fast-moving Ardies while collecting objects on each level 

Four irons and a driving range for practice. 

Save the Earth from domination by the Leather Goddesses. 

Storm the beach to rescue your buddies held captive. 

in the Land of the Lounge Lizards Singles bars. Adult humor. 

Looking for Love in Several Wrong Places Adult humor 

Fly through three detailed planetscapes and vaporize all enemy shi] 

Warfare in the Straits of Hormuz, U.S. and Russian/Iranian forces. 

Battling againt samurai armies. 

Computer adaptation of the popular word game. 

Race and battle against the dragsters, beware helicopters and more 

Repon human activities to an Evil Alien takeover, 

Reveal superb city landscapes. 

6 levels of 3D runway mazes; icefields, pipes, slimes, oozes, & more 

Shadow Warrior of Death Martial arts simulation set in Japan. 

Course Architect lets you design or modify an entire course. 

Allows 4 players and 4 screens with hyper sound effects & graphics. 

>nce you have completed one level, you are thrown into the m 
Only you have the expertise lo seek and destroy Metal Gear. 
Give your hero superpowers to combat supervillans. 
Thwart die supervillains, edit powers of the superhero. 
Held captive in a large casde of ghost, robots, and energy barriers. 
You're a physics professor gone mad. Your ego has split four ways 

ee points of view and three types of obstacles provide more variety. $39-95 
Recover a stolen magic sword, use your martial arts and weapons. 519-95 

Animated martial arts with the challenges of fantasy role-playing. $39-95 

Hunt the phantom and search for treasure in The Tresyllian Castle. S14.95 



5-19.95 
$19.95 
$39.95 
49.99 
$24.95 
S49.95 
$39.95 
S44.95 
S39.95 



$49.95 

$49.95 
S24.95 
$49.95 



Micro! Ilusions 

Constellation Software 

Access Software 

Infocom 

Microdeal 

Electronic Arts 

Electronic Arts 

Mindscape Inc. 

3W Computer Games Inc 

Cinemaware Corp. 

Electronic Arts 

Microdeal 

Electronic Arts 

Anco Software USA In 

Electronic Arts 

Electronic Arts 

Accolade 

Starvision International 

iygnosis 

;onami lra 
ISM Inc. 
ISM, Inc. 

Anco Software USA Inc. 
Commodore 
Accolade 
Electronic Arts 
Broderbund Software 








Murder! investigate 40 suspects, 600 rooms, for 22 mystery clues. 
Battle in the subway, save terrified citizens. 
Simulate games between NFL teams on GRIDIRON!. 



» 

Ninja Mission Temple of Death, regain the glowing idols stolen from the Princess. 

Nord and Bert Couldn't Make Head or Tail of It Verbal tricks to complete puzzles in the town of Punster. 

Obliterator You are the last fighting machine, cripple the alien vessel & destroy it. 

Obsession An ancient strategy game with 15 levels of play. 

Offshore Warrior Powerful boats battle against the elements and their opponents. 

One-On-One 




S39.95 
$39-95 
$19.95 
S 19-99 
S1495 
S39.95 
$29.95 
$39.95 
$19.95 



Infocom 
Imracorp Inc. 
DigiTek Inc. 




Operation: Cleanstreets 
Orge by Origin 
Out Run by Sega 

tP.O.W. 
Paladin 
Parachutes at Kanev 
Persecutors 

P.G.A. Championship Courses 
P.G.A. Tour Courses I 

IPhantasw 
Phantasie 1 
Phantasm 
Pioneer Plague 
Pirates 



$39.95 

S 39.95 
S 29-95 
$49.95 
39.95 




Shoot as accurately as the Birdman. Slam Dunk like the Doctor. 

Captured by space pirates while on an important mission. CA1000 only.)S19.95 

Stike back at terrorism. 

Rid the city streets of punks by punching, kicking and dodging. 

Contend witii a huge cybernetic tank armed and armor plated. 

Go for the drive of your life! 

iscue P.O.W.s and bring them home 
ted fantasy combat. 
I, Eastern Front, Germans vs. Russians. 
Navigate your ship through unknown territory. 
Works witfr Accolade's MEAN 18, five different courses. 
Wor ks with Accolade's MEAN 18,five different courses. 
te the 9 Rings to battle the Dark Lord's evil minion 

rath of Nikademus: The final battle against the Dark 1 
You're transported to a distant moon where you can save the earth. 
You must stop the probe before it destroys all the planets, & Eardi. 
Sailing, swordfights, romance and intrique on die high seas. 





S 19.95 
$20.00 
$20.00 
S39-95 

$39.95 
$34.95 
S39.95 
N/A 



BethesdaSoftworks 

tronic International 
Infocom 
Psygnosis Ltd. 
Image Tech 
Titus Software Corp. 
Electronic Arts 
Polarware Software 
Taito Software Im 
Broderbund Software Inc. 
Broderbund Software, Inc 
Mindscape 
Action ware 
Omnitrend Software 
3W Computer Games Inc. 
Constellation Software 
Moonlight Development 
Moonlight Development 
Strategic Simulate 
Strategic Simulalio: 
Scorpion Software 
Antic Publishing 
MicroProse 
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HardFrame/2ooo 

The Super-Speed, DMA, SCSI Hard 
Disk Interface for the Amiga 2000 




How fast is fast? HardFrame/2000 transfers 
data at Amiga bus speeds! It's actually faster 
than the hard disk mechanism itself! And even 

more important in the Amiga's multitasking environment, HardFrame/ 
2000 has extremely efficient DMA circuitry to get on and off the bus in 
almost no time at all: 280ns to get on; 200ns to get off. And it's true, 
dedicated DMA, too! HardFrame/2000 autoboots and automounts di- 
rectly into the AmigaDOS™ 1.3 Fast File System (old file system parti- 
tions are not needed!). The core of any DMA SCSI interface is in its 
SCSI protocol chip and DMA chip. MicroBotics has chosen the new, 
high performance Adaptec AIC-6250 SCSI chip, capable of up to 5 
megabytes per second raw transfer speed, and the Signetics 68430 
DMA chip running at 12.5 megahertz. Then we added additional FIFO 
buffering and enabled 16-bit wide data transfers for maximum 
throughput. The sophisticated design of HardFrame/2000 provides for 
automatic SCSI arbitration, selection and reselection. The hardware 
supports either synchronous or asynchronous data transfer. Hard- 
Frame/2000 can function as either the SCSI bus initiator or the target 
and can reside in a multiple master environment. Physically, Hard- 
Frame/2000 is optimally flexible: the compact, half-size card comes at- 
tached to a full length, plated aluminum frame. The frame has mount- 
ing holes positioned to accept standard, 3.5" SCSI hard disk units such 
as those manufactured by MiniScribe, Seagate, Rodime, and others 
(hard disk mechanisms must be supplied by the user or his dealer as a 
separate purchase item). Alternatively, you can cable-connect to a SCSI 
drive mounted in your Amiga's disk bay or in an external chassis. As 
many as seven hard disks may be connected to a single HardFrame/ 
2000. There is no size limit on each disk. HardFrame/2000 includes a 
50-pin SCSI cable and header connectors for either 50-pin or 25-pin 
cable connection. Also included is a current tap to power frame- 
mounted drives directly from the slot itself. HardFrame/2000 comes 
complete with driver, installation, and diagnostic software. 

Available NOW! Suggested list price, S329 (hard disk not included) 

Framelcss version: S299.00. See your Amiga Dealer. 

The HardFrame/2000 photo shows the product with a MiniScribe 
twenty megabyte hard disk installed. Hard disks are nor included in 
the purchase price of HardFrame. Note that if placed in the first slot, 
HardFrame uses only one slot even with a disk attached. 



> AutoBoots AmigaDOS 1.3 
(Price Includes 
HardFrame Eproml) 

> Directly Boots the 
New Fast-File System! 
(Doesn't Need Old FS!) 

> Auto-mounts All 
Hard Disk Partitions 

(no Mount List Required!) 

> Designed-in.Ultra Strong, 
Multitasking Performance 

I High Quality Metal Frame 
for Stable, On-Card, 
Hard Disk Mounting 

• Power Cabling Directly 
from Card to Disk 

> 50-pin Cable Included 

> Supports up to seven SCSI 
hard disks of any size 



New! 

8-UP! (DIP) FastRAM 

Another great memory board from MicroBot- 
ics, 8-UP! (DIP) is the "brother" of the original 8-UP! 
(which uses SIMMs and PopSIMMs to fill its memo- 
ry space). 8-UP! (DIP) uses conventional 1 megabit 
RAM chips in standard sockets to provide your 
Amiga 2000 with 2, 4, 6, or 8 megabytes of autocon- 
figuring FastRAM! 8-UP! (DIP) is a super efficient 
CMOS design for lowpower consumption and high 
reliability. Suggested list price, $239 (0k installed) 




MicroBotics,lnc. 

Great Products Since the Amiga Was Born! 

811 Alpha Drive, Suite 335, Richardson, Texas 75081 (214)437-5330 
Tell your dealer he can quick-order from MicroBotics directly - no minimum quantity -show him this ad! ^ 

"Am^a" is a registered trademark ol Commodore. Amiga. "HardFrame/2000", "8-UPC. 'PopSimm", are trademarks of MicroBotics, Inc 



Join MicroBotics 

ONLINE TECHNICAL SUPPORT I 

CONFERENCE ON BIX 



(The Byte Information Exchange) ' 
-call 1-800-227-2983 | 

for BIX membership information! 



Circle 109 on Reader Service card. 



Sometimes three isn't a crowd, 
Amazing on Disk 

Source Listings and Executables 
from the pages of Amazing Computing! 

Only $6.00 per disk ($7.00 for Non-Subscribers) 




Amazing on Disk #1, #2 & #3 



Amazing on Disk #1 complete source listings from AC 3-8 and 39 

Tumbling Tots: A game written in assembler (AC V3.8) 
Modula^2: FFP &IEEE math routines (AC V3.8). 

Gels in Multi-Forth: Part I & II (AC V3.9). 

The Complete CM Authoring System in AmigaBASIC (AC V3.9). 

and a few freely redistributable goodies like: 

B-Spread 

MenuEd & VGad: programming tools featured in "The Developing Amiga" (AC V3.8). 

Amazing on Disk #2 complete source listings from AC 4.4 

GetArgs.MSR- Passing arguments to AmigaBASIC from CLI. 

Shared Library Assembler Header: Use shared libraries, written in 'C. 

MultiSorh Sorting and intertask communication in Modula-2. 

'881 Math Part I: Part one on programming the 68881 Math Coprocessor Chip. 

Amazing on Disk *3 complete source listings from AC 4.5 and 4.6 

Digitized Sound: A Modula 2 program that plays sound files (AC V4.5). 

'881 Math Part II: Part two on programming the 68881. Shows bow with fractal drawing program (AC V4 .5) . 

Insta Sound: Tapping the Amiga's sound from AmigaBASIC (AC V 4.5). 

MIDI Out- A MIDI drill program written in C that you can add features to (ACV4.5). 

At Your Request: A program that shoivsyou bow to access system requestors from AmigaBASIC (AC V4.6). 

Diskless Compiler: See how you can set up a compiler enviroment that doesn't need floppies (ACV4.6). 

(Order Form on inside rear cover) 






AMIGA GAME 

Planetfall 

Platoon 

Plundered Hearts 

Plutos 

Poker Solitaire 

Police Quest 

Popinan 

Ports of Call 

Power Stix 




price 

S 14.95 

S44.95 

$14.95 

S29.95 

N/A 

S49.95 





mon 



Prime Time 
Prison 
Pub Games 
Puppy Love 
Q-BaU 

Questron II 

Quintette 

Qui2am! 

ERacter 
Ra.slan 
Reach for the Stars, 1 nn 
Realm of the Warlock 
Rebel Charge At Chickamauga 
Reel Fish'n 

K Renegade 
Return to Atlantis 
Ringside 
Road Raider 
Roadwar 2000 
Roadwar Europa 
Roadwars by Area 
Robbeary 

Robocop by Data East USA, Inc 
Rock Challenge 
Rocket Ranger 
Rockford by Arcadia 



DESCRIPTION 

A lowly deck-swabber jettisoned onto a mysterious c 

Translation from the hit movie. 

Escape pirates explosives, reefs and crocodiles. 

Defeat swanns of alien defenders. 

Play 12 hands of stud poker simultaneously. 

Crime computer gives court information on suspects. 

Control a small man who must pop all balloons on each level 
Own and command a cargo ship. 

Fill out the screen with rectangles or squares while avoiding enemies. S34.95 
Run a TV network, cancel shows, buy shows, do lunch. S 39-95 

Penal colony on the planet, Altrax. S39-95 

Try your luck at Darts and Pool. $34.99 

Create routines puppy will perform. $29.95 

8 pockets, and the ability to rotate the table while making your shot. 
Encounter puzzle after puzzle, best mind game ever. 




COMPANY 

Infocot 
Aca >lade 
Infocom 

Mindscape Inc. 
Ethos Development 
Electronic Arts 
n.i\ id Ashte; 

; levelopment Inc 
DigiTek Inc. 




First Row Software Pub., Inc. 
Actionware Corporation 
Electronic Arts 
Addison. 



Stop six wicked sorcerers from creating a magic book of evil. $49-95 

Line up five of your stones, or capture five pairs of your opponent's. $39.95 

Destroy 8 alien satellites by answering strange trivia questions. S34.95 
Converse on nearly any topic. 





Dmantic Encounters at 

ush - N Attack 
S.D.I. 
Santa Para via and Fiumaccio 



Slay deadly dragons and conquer the Castle King. 

Become ruler of space empire. 

Find and free the leaders of the town and defeat the sinister wizard. 

The Blue and The Grey, recreation of the two-day battle. 

Spend a sunny day reeling in fish. 

2 A.M. is no time to be alone in the subwa) 

Find Atlantis, explore over 140,000 locations. 

World championsllip boxing. 

In a world where rules are non-existent, find the mad menace 

Lead a road gang in the year 2000. 

Lead a road gang to Europe. 

Blast attackers, smash tli rough barricades without a scratch. 

Features a thieving bear loose in the department store 

A blockbuster film translation. 

Test your knowledge of rock trivi3, questions from the 50's to today. 

Action, romance, thrills and spills of the old Saturday morning serials. 

Archaeological expedition. 

and one daunting truth: never the same twice. 
ome Adult text game, be romantic or reckless, etc. 

POWs in an enemy camp, defeat choppers & guerrilla attacks. 

Defend the U.S. against a KGB missile attack. 

1 to 6 players rule a city-state in 13th century Italy. 



$39.95 
$39.95 
N/A 
N/A 
S+i.95 
334.95 
49.9 



Strategic Simulations Inc. 
Miles Computing. Inc. 
Electronic Arts 
Mindscape Inc. 
Taito Software inc 
Electroi 

Incognito Software 
Electronic Arts 
Electronic Arts 
Taito Software 
Electronic 





Scary Mutant Space Aliens from Mars A comic twist and humorous but challenging puzzle; 

Scenery Disk #11 From industrial Detroit to beautiful Niagara Falls. Requires Microsoft PS S24.95 

Scenery Disk #7 Washington DC down through Key West, Florida. Requires Microsoft FSS24.95 

Seastalker Learn to operate the submarine before the sea monster attacks. 

Seven Cities of Gold 

Sex Vixens from Space 

Shadowgate 

Shanghai 

SI 

SI 



S39.95 Mindscape Inc. 

S39.95 Strategic Simulations, inc. 

S44.95 Strategic Simulations, Inc. 

S34.99 Electronic 

$24.95 Anco Softw: 

$44.95 Accolade 

$39.95 ReadySoft, Inc. 

$49.95 Cinema ware Corp 

$34.99 Electronic Arts 

N/A EPYX 

S39.95 Microlllusions 

$39.95 Konami Inc. 

$49.95 Mindscape Inc. 

$29.95 StarSoft Development 

$39.95 ReadySoft, Inc. 

subLOGIC Corporation 
subLOGIC Corporation 
Infocom 











Rewrite history as Christopher Columbus. 

Locate The Tribe, a colony of beautiful female clones from Mondo. 

Destroy the evil warlock lord. 

Tile-matching game based on an ancient Chinese game. 
Sherlock: The Riddle of the Crown Jewels Find the missing crown jewels using clues given in riddles, 
hilo: Grant's Trial in the West Recreates the two day Civil War battle in 15 turns. 
ShufflePuzzle Vol. 1 Twelve beautiful picture puzzles to solve. 

Silent Service Stalk enemy convoys through the waters of WWII's South Pacific. 

Sim City Become mayor and planner of our city. Includes 8 cities for disaster. 



$19.95 
S39.95 
S49.95 
$39-95 
$39.95 
$44.95 



Electronic Arts 
Free Spirit Software 
Mindscape Inc. 
Activiston 



Sinbad and the Throne of the Falcon Epic seafaring quest, meet pirates and genies. 



Sky Chase 

Skyblasti 

Skyfox 

Skyfox II: The Cygnus Conflict 

SLAPSHO T1 

Slaygon 

Slip Stream 

Snake Pit 

Snowberry 

Software Golden Oldies Vol.1 

Solitaire Royale 

Sorcer Lord by DataSoft 

Sorcerer 

Space Battle 

Space Harrier by Sega 




Space Quest 1: The Sarien Encounter 3D animated graphics. 



Two player jet fighter. Choose from seven different jets. 

3-D air/ground combat helicopter simulation. Battle planes & tanks. 

It's you alone against a skyful of enemy planes. 

Blast through asteroids at 9000 kilometers/second. 

Animated penalty calls and fights. 

Save trie world from a toxic virus. 

Liberate the nine streams by destroying each power < 

Control a snake through a series of complex mazes 

A litde bear, that jumps across ice-blocks to find packages and points. 

Four in one, Colossal Cave, Eliza, Life, Pong. 

Includes eight different variations. Plus three more childrens' games. 

Free the land of Galanore before the Shadow Lord destroys the land. 

Sequel to Enchanter, defeat the evil demon Jeeaar. 

Travel through a dense asteroid belt in deep space. 

You're charged with obliterating the most ghastly creatures imaginable. S49-95 



$1995 
S39.95 
$4 4.95 
$49.95 
$39.95 
$34.95 
S19.95 
S39.95 
559.95 
$39-95 
$24,95 
$34.99 
$29.95 
S29.95 
S29.95 
$34.95 
SM.95 
$19.95 



Infocom 

Strategic Simultatioi 
Polyglot Software 
Microprose Software, Inc. 
Maxis Software, Inc. 
Mindscape Inc 




S49.95 



Maxis Software Inc. 
DigiTek Inc. 
Electronic Arts 
Electronic Arts 
Bethesda S oftworks 
Microdeal 
Microdeal 
Incognito Softwai 
Starvision International 
Electronic Arts 
Spectrum Holobyte 
Electronic 
Infocom 

Constellation Software 
Mindscape 
Electronic Arts 
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AMIGA GAME _ DESCRIPTION 

Space Quest II: Vohaul's Revenge Try to defeat the evil scientist, Sludge Vohaul. 
Space Quest HI: The Pirate; of Pestulon Wilco is called to battle Pestulon pirates. 



Space Racer 

Space Ranger 

Space School Simulator 

Space Spuds 

Spac 

Spacecuti 

Spaceport 

Spellbreaker 

Spinworld 

SPOC Collection 

SPOC Disk 

Star Fleet 1: The War Begins 

Star Wars 





Twenty-fifth century, you must compete against three planet; 
Run the gauntlet across desert jungles and snow plains! 
Graduate from an elite corps of skimmer pilots, 20 different missions. 
For use with Haitex' X-Specs 3D Stereoscopic Vision system, 
exciting duel in space. 

Inst alien spacecrafts, revoh 

avigate the interior of an asteroid. 
Part III of the Enchanter trilogy. 

Enemies attack in waves in changing patterns. View side or above. 
35 original entertainment programs. Sample S5.00. 
Comes with a disk from SPOC PD. 
Protect the Alliance from invading warships. 
Based on the George Lucas blockbuster. 






S 19.99 
$34.95 
S 124.95 
24.93 
29.93 
19.93 
S14.95 
S29.93 
S25.00 
25. 0<) 
S54.95 
$39-93 



COMPANY 

Electronic Arts 

Electronic Arts 

Broderbund Software 

Mastertronic International 

Scorpion, Inc 

Haitex Resources 

BoBWARE 

RainbirdSol 

Constellation So 

Infocom 

DigiTek Inc. 

S.P.O.C. 

S.P.O.C. 

Electronic Arts 

Broderbund Software. Inc. 





Starcross 

Starfighter One 

Starglider 

Starglider II 

Stationfall 

Stellar Conflict 

Street Sports Basketball 

Strip Poker 

Strip Poker II 

Strip Poker Data Disk *4,#5 

Sub Battle Simulator 

Super Huey 

Super Puzzle 

Super Puzzle Data Disks -1 

Super Puzzle Data Disks *2 

Superstar Ice Hockey 

Superstar Indoor Sports 

Suspect 

Suspended 

Sword of Socian 

Tanglewood 

Tank Attack 

Targis 

Teenage Mutant Ninja Turtles 

TeleEpic 

TeleGames 

TeleWar 

Telewar II 

Temple of Apshai Ti 

Tcrroqxxls 

Test Drive 

Tetra Quest 

Tetris 

Thai Boxing 



Discover the key to the galaxy. 

The challenge of a lifetime for the hightech starfighter, 

Action-packed shoot 'em up arcade game. 

superfast space flight game with 3D solid graphics. 
Sequel to Planetfall. 



S9.95 
N/A 
$24.93 
S44.93 
S 14.95 



Infocom 

Starvision International 

Rainbird Software 

Rainbird Softw; 

Infocom 




s emperor, you must build a fleet of starships to conquer the galaxy. S39-95 Brown- Wagh Publishing 
Realistic, street-rules, with teammates from around the neighborhood. S39-95 EPYX 
Realistic strip poker game with female opponents. S39.95 Artworx 

The more chips you win the better it gets. S39.95 Artworx 

■B_tl995ea Artworx ^m 



World War II, use any one of 6 American or German subs. S39.95 

Explore unknown territory and map the terrain. S14.95 

Contains 90 jigsaw puzzles. 519-95 

Original 32 color graphics and speech for 18 nursery rhymes. S 15-00 

Original 32 color graphics and speech for 18 animals & famous places. S15-00 

Play center or goalie, coach a team, trade and draft players. S49.95 

Air hockey, bowling, dans, more. S49.95 

ifou're framed for murder, use skills to prove your innocence. S14.95 

Repair your home underground capsule by commanding six robots. $9-95 

Become of one of the mighty twins who must rescue their parents. $49.95 

Search the planet Tanglewood for the priceless 3D crystals. $39.95 

Up to four players form allies before war is declared. $29.95 

Infiltrate the enemy's hideout and retrieve top secret stolen pans. $39.99 
Team up with these heroes on a halfshell fight & off the Evil Foot Clan. S39.95 



Test your skills wielding a mighty axe, sword or dagger. 

Competition in 3D perspective graphic animation and digitized sound. 

Destroy the opponent's headquarters. 

Blast friends to rubble. Watch out! You may be the next casualty. 

Nearly 600 dungeons and other dark places, 12 levels. 

Night adds the bitterness of sub zero temperatures. 

Don't drive too slowly, go off the road, or get pulled over. 

Recover the stolen 6 Phoenix Tablets on the four-level world. 

Perhaps the easiest to learn, hardest to master game on the .Amiga. 

Realistic kick-boxing program for the Amiga. 
The American Civil War: Scenario Disk One For use with The Universal Military Simulator. 
Ilie Android Decision Two cities battle for power, with robots capable of diverse roles. 

The Art of Chess Advanced chess game. 

The Bard's Tale Sound effects, music, over 85 spells. 

The Bard's Tale II: The Dest iny Knight More dungeons, clues, monsters, wilderness, and more. 
The Big Deal! Help revise die programming of kitchen magician Robot Floyd II. 

The Black Cauldron Based on the popular Walt Disney movie. 

smaster 2000 Over 71000 moves, complete with booklet. 

The Crimson Crown 
The Crossword Creator 
The Cyber Complex 
Dead of Winter 
The Enigma Device 



S39.95 
S34.95 
S39.95 
$39.95 
19.95 
539.95 
$44.95 
$39.95 

$14.95 
$19.95 
$34.9; 
$34.95 
$49.95 
$49.95 




The Financial Time Machine 
The Games: Winter Edition 
Tire Golden Pyramid 

The Guild of Thieves 

The Honeymooners 

The Hunt for Red October 

The Island of Lost Hope 

The Last Inca 

The Lurking Horror 



Sequal to Transylvania. (A1000 only.) 

Design, save, and print your own crossword puzzles. 

Travel to the underground city controlled by a paranoid com pu ter. 

Scenes of horrifying gore. (May not be suitable for all age groups.) 

Brain flexing cryptograms. 

A historical view of the stock market. 

Olympic events, downhill skiing to figure skating. 

A game show for the Amiga. 

Ransack a well guarded mansion, go grave-robbing, pothoiing.etc! 

Role play based on The Honeymooners" TV series. 

Based on the bestseller by Tom Clancy. 

Enter a world of pirates, blood, treasure, and dangers. 

Will you be die one to challenge Zulphosi? 

Solve the challenging puzzles of the dreaded horror in the basement. 



$39.95 
$44.95 




S 19.95 
S49.95 
S34.95 
$39.95 
$39.95 
39.95 
$39.95 
$19.95 
$44.95 
39-95 
49.95 
39.95 
$39.95 
$14.95 







EPYX 

Cosmi Corp. 

Signs Etc. by D. Knox 

Signs Etc. by D. Knox 

Signs Etc. by D. Knox 

Mindscape Inc. 

Mindscape Inc 

Infocom 

Infocom 

Discovery Software Int'l 

Microdeal 

Artworx Software Company, 

Incognito Software 

Konami Inc. 

Software Terminal 

Software Terminal 

Software Terminal 

Software Tei 

EPYX 

Psygnosis 

Accolade 

Microdeal 

Spectrum Holobyte 

Artwoi 

Rainbird 

Electronic 

Anco Software USA Inc 

Electronic Arts 

Electronic Arts 

DigiTek, Inc. 

Electronic Arts 

Software Toolworks 

Polarware Software 

Polyglot Software 

DigiTek Inc. 

Digital Concepts 

King Publishing 

INSIGHT/LehnerComri 

EPYX 

Micro Entertainment 

Rainbird Software 

First Row Software Publishing 

Electronic Arts 

Digital Concepts 

Free Spirit Software 

Infocom 
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AMIGA GAME 

The Pawn ■■■^^^■H 

The President is Missing 

The Remarkable Talking Super Puzzle 



The Rubicon Alliance by DataSoft 

The Scrolls of Talmoulh 

The Seryachi Campaign 

The Surgeon 

The Three Stooges 

The Twilight Zone 

The Universal Military Simulator 

Thexder 

Thud-Ridge 

Thunder Blade 

Thunderboy 

Time Bandit 

Times of Lore 

Torch 2081 



DESCRIPTION 

Your objectives are many, but the simplest is to escape from Kerovnia. 
Terrorists have taken the President of the United States. 
Preschool to adult. 90 possible jig-saw- type puzzle 



Stop the planet Nbno will destroys the alliance, 8 difficult missions. 

16 games, all linked into one grand quest. 

Each disk includes 16 scenarios — set within a self-consistent network 

I The Surgeon Monitor BP and EKG closely — one mistake and he's a goner. 

The Three Stooges Save the local orphanage from the clutches of the evil banker. 

The Twilight Zone Several stories that weave themselves into a single complex plot. 539.95 

iSe^nact^ncient battles ofclassichistory^ S49.95 

Pilot your armored robot through caves, cargo holds, & spaceships. S34.95 

Battleing to the Hanoi-Thud Ridge. S39.95 

[Thunder Blade Control the ultimate attack helicopter,defeat the enemy. $49.95 

Thunderboy Batde the dragon in the dark land — even the butterflies are deadly. $34.95 

Time Bandit 16 lands, travel through time and space for priceless treasures. S39.95 

Hero-for-hire, learn the distinctions between appearance and reality. N/A 
Defend your planet against the remnants of interplanetary nuclear wars. $29.95 

Tournament Disk for Leader Board Accessory for Leader Board. $19.95 

Tracers The interiors of all computers have been invaded by terrorists. $34.95 

Transylvania Rescue Princess Sabrina by dawn & avoid the night life.(A1000 only.) S 19.95 

Traveler by Paragon Explore unknown star systems. Meet bizarre human and alien cultures. N/A 

It's the end of your London vacation and the beginning of WWIII. $14.95 

Categories include Nobel Prize winners, sports, and famous quotes. S19.95 

Categories include movies, space travel, and famous people. S19.95 

f Speed through cities, countrysides and mountains in a road war game. $24.95 



Trinity 

Trivia 1: Disk for Discovery 
Trivia 2: Disk for Discovery 
Turbo ■■^^^^^■■hm 



rTV Sports Football 
Twilight's Ransom by Paragon 
Twin Ranger 
Ultima III 
Ultima IV 

I Uncle D's ConSOUNDtratic 
Uninvited 
U.S. Open Courses I 
U.S. Open Courses II 
Vampire's Empire 
Video Vegas 

Vietnam: Scenario Disk Two 
Viper Patrol 




Vortex 

Vyper 

War In Middle Earth 

Warlock H^HHHH 

Way of the Little Dragon 

Wayne Gretzky Hockey 

Wayne Gretzky Hockey Data Disk 

Western European Tour Scenery 

Western Games 



Over 28 teams play a l6-game season with post-season playoffs. 
Twelve hours to rescue your kidnapped girlfriend Maria. 
Solid 3D perspective graphic, plus improved sound and animadon. 
Defeat the evil wizard,roster of up to 20 characters. 
Become an Avatar and lead your people. 

Graphics and digitized sound. 3 games: pictures, numbers, and letters. S39.95 
Search for your brother in a demon-filled mansion. 
Works with Accolade's MEAN 18, five different courses. 
Works with Accolade's .MEAN IS, five different course 
Batde against bloodthirsty vampires. 

Try your luck on slot machines, draw poker. Blackjack or Keno. 
For use with Tile Universal Mililary Simulator. HHHIH8 

Mission control has spotted enemy activity in the 7th quadrant. 
Destroy the killer genes with scanners, addictive, infectious and fun. 
Fight up to 32 enemies at once. 
Save the universe. Over 100 levels, 25 opponent types. 
J.R.R.Tolkiens epic adventure is brought to the Amiga. 
Journey through 20 levels of ghoulish graveyards and creepy country, 
Karate adventure with eight levels and four challenges. 



S49-95 

$20.00 
S20.00 
S44.95 
S34.95 
519.95 
$14.99 
$29.95 
S39.95 
539.99 
S49.95 
$34.95 
$19.95 



Actual digitized fight videos drop you right where the going gets rough! $49.95 



Includes 24 NHL teams with player names and numbers. 
subLOGIC FS scenery, south GB, northern France, and southern WG 
Wacky olympic-sryle contests: arm wrestling, cow milking, & more. 

Where in the World is Carmen Sandtego International chase through the beautiful capitals of the world. 

Who Framed Roger Rabbit?Action The movie on the small (Amiga) screen, animated with Disney an. 

Willow Fight for the survival of good, create new maps and new spells! 

Winnie-the-Pooh in the Hundred-Acre Wood Help Pooh and the others find their belongings. 



Winter Challenge 

Winter Games 

Wishbringer 

Witness 

Wiz 



Plzard Wars 
Word Plex 



Winter events: Ski Jump, Downhill, Bobsled, Giant Slalom, & Biathalon. $14.95 
Seven different events, from downhill skiing to figure skating. $19.95 

Ransom note, kidnapped cat, a mail clerk, & the Wishbringer stone. $14.95 
As a detective in 1938 L.A. Find the murderer or face suspicion. $9.95 

Tale of gallant heroism and wicked villainy 





COMPANY 

Rainbird Softwan 
Cosmi Corp. 
Signs Etc. by D. Knox 
Electronic Arts 

Omnitrend Software Inc. 

Omnitrend Software Inc. 

ISM Inc 

Cinema ware Corp 

First Row Software Publish i 

Rainbird Software 

Electronic Arts 

Three-Sixty 

Mindscape, Inc. 

DigiTek, Inc. 

Microdeal 

Origin Systems Inc. 

Digital Concepts 

Access Software 

Microillusioi 

Polarware Software 

Electronii 

Infocom 

Microlllusions 

Microlllusions 

Microlilusions 








Jtters in mystery phrases. 



Word Plex 2.1 by PAR Software 
Word Plex Data Disks 

PDrid Class Leader Board 
Dild Games 
odd Snooker 
World Tour Golf 
Zany Golf 
Zero Gravity 
Zoom 
ZorkI 
Zork II 
Zork III 
Zork Trilogy 




Take turns spinning a wheel and guessing 
Updated version of Word Plex. 
Additional data disks for Wordplex. 
Update to Leader Board. 
Ski in France, roll logs in Canada, dive cliffs in Mexico, plus 5 more. $39.95 

Enjoy pool played 5 different ways from around the world. $24.95 

Choose from over 20 different courses or design your own. $39 95 

Flashing lights, crazy music, and a hole with a mind of its own. S39.95 

Space age raquetball in a weightless atmosphere. 529.95 

The oops factor makes this maze difficult. $29.95 

Search the ruins of an underground ancient empire for treasures. $14.95 

Journey to a hidden region ruled by the exiled Wizard of Frobozz. $14.95 

Zork climax find out why you are in the perilous ruins. S14.95 

Zork 1, Zork II, and Zork III all in one package. $49.95 



$39,95 Cinemaware Corp. 
$34.95 Electronic i 
$39.95 Starvision International 
$39.95 Broderbund Software, Inc. 
$59.95 Broderbund Software, Inc. 

Aloha Fonts 

Mindscape Inc. 

Moonlight Developmen 

Moonlight Development 

DigiTek, Inc. 

BaudviHe 

Rainbird 

Keypunch Softwan 

Rainbird Software 

Visionary-Design Technologies 

Incognito Software 

Melbourne House/Mastertronic 

Three-Sixty 

Constellation Softwa 

Bethesda Softworks 
S 19.95 Bethesda Softworks 
S24.95 subLOGIC Corporation 
S34.95 DigiTek. Inc 
S44.95 Broderbund Softwa 
$44.95 Buena Vista Software 
$39-95 Mindscape Inc. 
N/A Electronic Arts 

Mindscape Inc, 

EPYX 

Infocon 

Infocom 
$39.95 Electronic Arts 
$34.95 Brown-Wagh Publishing 
$39.95 Brown-Wagh Publishing 
$24.95 Brown-Wagh Publishing 
544.95 Access Software 







EPYX 

Artworx Software Company 

Electronic Arts 

Electronic Arts 

Microdeal 

Discovery Software Int'l 

Infocom 

Infocom 

Infocom 

Infocom 
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Amisa Game Vendors 



3W Computer Games, Inc. 

P. O. Box F 

Cambria, CA 93428 
(805) 927-5439 

Inquiry #226 

Access Software, Inc. 

545 West 500 South 
Bountiful, UT 84010 

(800) 824-2549 

(801) 298-9077 ' 
Inquiry #227 

Accolade 

550 S. Winchester Blvd. 
San Jose, CK 95128 
(408) 985-1700 
Inquiry 0228 

Actlonware Corporation 

38 W. 255 Deerpath Rd. 
Batavia.IL 60510 
(800)848-2333 
(312) 879-8998 

Inquiry *229 

Actlvision 

3885 Uohannon Drive 
Menlo Park, CA 94025 
(415)329-0800 
Inquiry #230 

Addlson-Wesley 

Jacob Way 
Reading, MA 01867 
(617)944-3700 

Inquiry #231 

Aegis Development, Inc. 

2210 Wilshire Blvd. 
Santa Monica. CA 90403 
(213)392-9972 

Inquiry #232 

AlohaFonts 

1024 Vinci Ave. 
Sacramento, CA 95838 
(916)991-7738 
Inquiry #233 

American Software Dlst. 

RR 1 Box 290, Bldg. 30 
Urbana, IL61801 
(217) 643-2050 
Inquiry #234 

Anco Software USA, Inc. 
P. O. Box 292 
Burgettstown, PA 15021 
(412)947-9922 
Inquiry #235 

AnticPublishing 

544 Second St. 

San Francisco, CA 94107 
(415)957-0836 

Inquiry #236 

Artworx Software Co. Jnc, 

1844 Penfield Rd. 
Penfield, NY 14526 
(716) 385-6120; (800) 828-6573 
Inquiry #237 



ASDG.Inc. 

925 Stewart St. 

Madison, WI 53713 
(608)273-6585 

Inquiry #238 

BaudvUle 

5380 52nd St. SE 
Grand Rapids, MI 49508 
(616)698-0888 

Inquiry #239 

Beta Software 

P. O. Box 20537 
Wichita, KS 67208 
Inquiry #240 

Bethesda Softworks 

9208 Burning Tree Road 
Bethesda, MD 20817 
(301)926-8300 

Inquiry #241 

BoBWARE 

9707 Richmond #131 
Houston, TX 77042 
Inquiry #242 

Broderbund Software, Inc. 

17 Paul Drive 
San Rafael, CA 94903 
(800) 527-6263 
(415)492-3200 
Inquiry #243 

Brown-Wagh Publishing 

16795 Lark Avenue, Suite 210 
Los Gatos, CA 
(408) 395-3838 

Inquiry #244 

Buena Vista Software 

500 S. Buena Vista St. 
Burhmk.CA 91521 
(818) 569-7397 

Inquiry #245 

Clnemaware Corp. 

4 165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 
(805)495-6515 
Inquiry #246 

Classic Future 

3100 W. Chapel Ave. 
Cherry rUll, Nf 08002 
(609) 667-2526 
Inquiry #247 

Command Simulations 

297 North St., Buildings 
Hvannis, MA 02602 
(617)790-1994 

Inquiry #248 

Commodore 

Business Machines 

1200 Wilson Drive 
West Chester, PA 19380 
(215)431-9100 

Inquiry #249 



Conflict Recreations, Inc. 

P. O. Box 272 
Oakdale.CT 06370 
Inquiry #250 

ConsteUationSoftware 

17 St. Mary's Court 
Brookline, MA 02146 
(617)731-8187 
Inquiry #251 

Cos mi Corporation 

431 N. Figueroa St. 
Wilmington, CA 97044 
(213) 835-9687 

Inquiry # 252 

Dark Horse 

P.O. Box 36162 
Greensboro, NC 27416 
(919)852-3968 

Inquiry #253 

DavidAshley 

2710 Haste, » 6 
Berkeley, CA 94704 
(415)540-0992 

Inquiry #254 

Digital Concepts 

43035 Hayes Road, Suite 229 
Sterling Heights, Mi 48078 
(313)772-1416 
Inquiry #255 

DigiTek.Inc. 

8910 N. Dale Mabry 
Executive Center, Suite *37 
Tampa, FL 33614 
(813)933-8023 
Inquiry #256 

Discovery Software 

163 Conduit St. 

Annapolis. MD 2 1401 
(301)268-9877 

Inquiry #257 

Eagle Tree Software 

P. O. Box 164 
Hopewell, VA 23860 
(804)452-0623 

Inquiry #258 

Electronic Arts 

1820 Gateway Dr. 
San Mateo, CA 94404 
(800) 245-4525; 
inCA, (800)562-1112 
(415)571-7171 
Inquiry #259 

EPYX 

600 Galveston Drive 
P. O. Box 8020 
Redwood City, CA 94063 
(415) 366-0606 

Inquiry #260 



Erisian Software Products 

132 Cedar Dunes 

New Smyrna Beach, FL 32069 

(904)423-3949 

Inquiry #261 

Ethos Development 

3617 Lawson Blvd. 
Delray Beach, FL 33445 
(407) 496-0843 

Inquiry #262 

Finally Technologies 

25 Van Ness 

San Francisco, CA 94102 

(415)564-5903 

Inquiry #263 

First RowSoftware Publishing 

3624 Market St. 
Philadelphia, PA 19104 
(215)662-1400 

Inquiry #264 

Free Spirit Software, Inc. 

P. O. Box 128, 58 Noble St. 
Kutztown, PA 19530 
(215)683-5609 
Inquiry #265 

FIX Games 

6160 Lusk Blvd. C-206 
San Diego, CA 92121 
(619)453-5711 

Inquiry #266 

Haltex Resources 

208 Carrollton Park. Suite 1207 
Carrollton, TX 75006 
(214) 241-8030 
Inquiry #267 

Image Tech 

92~6 Adelphi Road. Suite 102 

Adelphi. MD 20783 

(301)439-1151 

Inquiry #268 

Incognito Software 

34158 Warren, Suite 149 
Westland, MI 48185 
(313)462-2148 
Inquiry #269 

Infinity Software 

1144 65th St. Suite C 
Emeryville, CA 94608 
(415)420-1551 
Inquiry #270 

Inibcom 

125 Cambridge Park Drive 
Cambridge, MA 02140 
(800) 262-6868 
Inquiry #271 

INSIGHT/ 

Lehner Communications 

2708 Arlington Ave, 
Highland Park, IL 60035 
(.312)432-5458 

Inquiry #272 
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Interplay Productions 

1550 N. Bristol, Suite B 
Newport Beach, CA 92660 
(714)476-8686 
Inquiry 0273 

Intracorp, Inc. 
14160 S.W, 139th Court 
Miami, FL 33186 
(800)468-7226 
Inquiry 0274 

ISM, Inc. 

P.O. Box 247 
Phoenix, MD 21131 
(301)527-1988 
Inquiry 0275 

Jenday Software 

P. O. Box 4313 
Garden Grove, CA 92642 
(714)636-3378 
Inquiry *276 

Keypunch Software 

1221 Pioneer Building 
St. Paul, MN 55101 
(612)292-1490 

Inquiry #277 

King Publishing 

921 -32nd Street 
Sioux City, 1A 51104 
(712)252-4604 
Inquiry 0278 

Konaml, Inc. 

815 Mittel Drive 
Wood Dale, IL 60191 
012)595-1443 
Inquiry 0279 

Magnetic Images Co. 

P.O. Box 17422 
Phoenix, AZ 85011 
(602) 265-7849 
Inquiry *2SO 

Mark of the Unicorn 

222 Third St. 
Cambridge, Ma 02142 
(617)576-2760 
Inquiry 0281 

Mastertronic International 

711 West 17th St. Unit G9 
Costa Mesa, CA 92627 
(714)631-1001 

Inquiry 0282 

M ; i x is Software, Inc. 
953 Mt. View Dr. Suite 113 
LaFayette, CA 94549 
(415)376-6434 

Inquiry 0283 

Mediagenlc 

3885BohannonDr 
Menlo Park, CA 94025 
(415)329-0800 • 

Inquiry 0284 

Melbourne House 

Distributed by Mastertronic 

International 

Inquiry 0285 



MichTron 

576 S. Telegraph 
Pontiac, MI 48053 
(313)334-5700 

Inquiry 0286 

Micro Entertainment 

14 Wisteria Way 
South Portland, ME 04 106 
(800)255-5217; 
in Maine, (207)767-2664 
Inquiry 0287 

Mlcrodeal 

Distributed by MichTron 
Inquiry *288 

Micro illusions 

17408 Chatsworth St. 
Granada Hills, CA 91344 
(818)360-3715 

Inquiry #289 

MicroProse Software, Inc. 

180 Lakefront Drive 
Hunt Valley, MD 2 1030 
(301)771-1151 
Inquiry 0290 

MicroSearch, Inc. 

9896 Southwest Freeway 
Houston, TX 77074 
(713)988-2818 
Inquiry t291 

Miles Computing, Inc. 

7741 Alabama Ave. Suite 2 : 
Canoga Park, CA 91304 
(818)341-1411 

Inquiry 0292 

Mindscape, Inc. 

3444 Dundee Road 
Northbrook, IL 60062 
(800)221-9884 
(312)480-7667 

Inquiry 0293 

Mlndwaxe International 

1 10 Dunlop W. Box 22158 
Barrie Ont. CANADA L4.M 5R3 
(705)737-5998 
Inquiry 0294 

Moonlight Development 

329 Shoreline Place 
Decatur, a 62521 

Inquiry 0295 

Omni trend Software, Inc. 

P.O. Box 733 

West Simsbury CT 06092 

(203)5658-6917 

Inquiry 0296 

Origin Systems 

136 Harvey Road Building B 
Londonderry, NH 03053 
(603)644-3360 

Inquiry 0297 

PocoLoco 

25 South Broadway 
Red Hook, NY 12571 
(914)758-2637 
Inquiry 0298 



Polarware Software 

1055 Paramount Pky . Suite A 
Batavia.IL 60510 
(312)232-1984 
Inquiry 0299 

Polyglot Software 

10431 Ardyce Court 
Boise, ID 83704 
(208)375-3741 

Inquiry 0300 

Psygnosls 

Century Buildings, Tower Street 

Liverpool L3 4BJ, United 

Kingdom 

Int. 44 51 709-5755 

Inquiry 0301 

RainBird Software 

3885 Bohannon Drive 
Menlo Park, CA 94025 
(415)322-3995 

Inquiry *302 

ReadySoft, Inc. 

P.O. Box 1222 
Lewiston, NY 14092 
(416)731-4175 
Inquiry 0303 

S.P.O.C. 

P. O. Box 299 
Kiowa, OK 74553 
(918)432-5774 

Inquiry 0304 

Scorpion 

19 Harbor Drive 
LakeHopatcong.NJ 07849 
(201)663-0202 
Inquiry 0305 

Signs Etc by D. Knox 

P.O. Box 628 
Carmichael, CA 95609 
(916)944-0790 
(916)944-4282 

Inquiry 0306 

Silver Software 

77 Mead St. 
Bridgeport, CT 06610 
(203) 366-7775 
Inquiry 0307 

Software Terminal 

3014 Alta Mere 
Fort Worth, TX 76116 
(817)244-4151 
Inquiry 03O8 



Spectrum Holobyte 

2061 Challenger Drive 
Alameda. CA 94501 
(415)522-3584 
Inquiry *309 

StarSoft Development Labs 

331 Bartlett Road 
Orlando. FL 32811 
Inquiry 03W 
Starvision International 

305 bMadLson Ave. Suite -ill 
New York, NY 10165 
(212)867-4486 

Inquiry 0311 

Strategic Simulations, Inc. 

1046 N. Rengstorff Ave. 
Mountain View, CA 94043 
(415)964-1353 

Inquiry 0312 

subLOGIC Corporation 

7 1 3 Edgebrook Drive 
Champaign, IL 61820 
(800) 637-4983 
(217)359-8482 
Inquiry 0313 

Taito Software, Inc. 

267 West Esplanade 
N. Vancouver, B.C. • 
Canada V7M 1A5 
(604)984-3344 
Inquiry 0314 

Teknoware 

18627 Brookhurst St. Suite 135 
Fountain Valley, CA 92708 
(714)871-5650 
Inquiry 0315 

Three-Sixty, Inc. 

2105 S. Bascom Ave., Suite 290 
Campbell, CA 95008 
(408)879-9144 

Inquiry 03 16 

Titus Software Corporation 

20432 Corisco St. 
Chatsworth, CA 91 311 
(818)709-3693 

Inquiry 0317 

Visionary 

Design Technologies 

45 Whitehorn Cres. 
North York, Ontario 
CANADA M2J3B1 
(416)497-0833 

Inquiry 0318 



For a complete list of all 

available Amiga products 

consult your current 

ACf s GUIDE Amiga 



On Sale in September at your local 
Amazing Dealer 
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Amazing Users Unite 



WACKO 

Walla Walla Computer Users 

Organization 

Richard Daley, President 

P.O. Box 217 

College Place, WA 99324 



Description: We have monthly meetings, 
a newsletter called WACKO World, and a 
monthly club disk. We actively trade 
newsletters with other groups. 

Meeting: 3rd Sunday of each month at 
2pm. 

Location: Main lecture hall of the Life 
Science Center at Walla Walla College. 

Users Unite Users Unite 

NOCK 

New Orleans Commodore Klub 

Carol S. Koster, Secretary /Public 

Relations 

3701 Division Street, Suite 140 

Metairie, Louisiana 70002 

Description: Serving Amiga and 
Commodore Users in the greater New 
Orleans area. We are officially 
recognized by Commodore as an 
approved User's Group. We have a 
monthly newsletter and over 250 PD 
disks for the Amiga and 200 PD disks for 
C-64/128. Meetings feature news, 
speakers, demonstrations, and tutorials. 

Meeting: 3rd Saturday of each month at 
4pm. 

Location: Old Metairie Public Library, 
2350 Metairie Road, Metairie, LA. 

Users : Unite Users Unite 

AAG 

Another Amiga Group 

Grit Van, President 
Odenton, MD 

Description: We are a small but *FUN* 
user's group, The group has members 
from a wide variety of computing 
backgrounds and is an excellent place 
for the 'novice" to get help. 

Meeting: 2nd Monday of each month. 

Location: Provinces Branch of the Anne 
Arundel County Library in Odenton MD. 



WesCAUG 

Western Colorado Amiga User's 

Group 

Bob Payne, President 

522 29 Road 

Grand Junction, CO 81501 

Description: We have just recently 
formed and would like to inform the 
world about our existence. We are 20 
members and growing fast. We have 
written a constitution and chosen 
executive members. 

Meeting: 1st and 3rd Saturdays of the 
month. 

BBS: We have a section on the Squirrels 
Nest. The sysop is Allan Worely and the 
phone number is (303) 242-7977. The 
Blackboard, sysop Zak Speakman, phone 
number (303) 434-5492 

Users Unite Users Unite 

Amiga Users of Southern Maine 

Joe Beecher, Treasurer 
P.O. Box 10237 
Portland, Maine 04102 

Meeting: 1st Friday of the month at 
6:30pm. 

Location: Fleet Bank, Cumberland Street, 
Westbrook Maine. 

BBS: We use ACORN BBS. It has 1 line 
with 6 trunks and 489 MEG of disk 
space. It supports many different 
computers including the Amiga, C-64/ 
128, Atari, Apple II, and the Macintosh to 
name a few. The sysop is Tony 
Cremonese and die number is (207) 865- 
3004. 

:■■■:■:■ :■:■■/:■.■ ■ ■ " .. ■■: -,-■.. . ; ■:'':.■: 

UseM Unite Users Unite 

FWACC 

Fort Wayne Area Commodore Club 

Art Skiles, Amiga Librarian 
P.O. Box 13107 
Fort Wayne, IN 46867 

Description: We are a group of computer 
enthusiasts for the C-64, C-128, and 
Amiga computers. We provide a 
monthly newsletter, and PD software 
libraries for both C-64/C-128 and the 
Amiga. 



Computer Users Groups of Australia 

Ross Hall, President 
P.O. Box 166 
Pittsworth, Qld 4356 

Description: We support the Amiga and 
odier computers. We have discount 
vouchers for various stores and 
competative prices on diskettes. We have 
a newsletter the Micro Gazette, 
published monthly (disk based). 

Meeting: 1st Saturday of the month. 

Location: St. Peters Lutheran Church Hall, 
comer of Hadley & Grand street, 
Pittsworth, Qld. 

Users Unite Users Unite 

F.C.A.U.G. 

Fairfield County Amiga Users Group 
Kevin. A. Brook 
57 North Street, Suite 315 
Danbury, CT 06810-5638 

Description: At each meeting, we discuss 
topics, mention events, demonstrate 
products, tutor beginners, and sell public 
domain disks. We have a newsletter 
entided PLXEL PARADE. We are 
interested in swapping newsletters with 
other groups. 

Meeting: 2nd Saturday of the month at 
5:45pm. 

Location: Danbury Hospital Health 
Sciences Auditorium , Danbury CT. 

BBS: We have a BBS called Archives run 
by sysop Scott Steinsvaag at (203) 938- 
9163. 

Users Unite .:.. Users Unite 



If you would like your users group info 
printed here, please send a letter with the 
following information; 

- Usen Group name. 
-Group's address and phone number. 
-Point of contact. 
-A brief description of your group 
(25 words or less). 
-The location and time you meet. 
-If you use a BBS include the name, 
phone number, andsysops name. 
-Send us your newsletter, we enjoy 
reading them. 
Thanks -AC- 
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John Steiner's 



Bug Bytes 

The Bugs & Upgrades Column 



Commodore has been shipping the 
new 1 MB "Fat Angus" custom graphics 
chips in new Amiga 2000 and 2500 
systems since April. As of this writing, 
there is no word regarding when the 
new graphics chips will be available for 
units already in the field. Many users 
have waited for some time to take 
advantage of the full power of the 1 MB 
chip. Hopefully by the time you read 
this, the chips will be available in 
enough quantity for distribution as 
upgrades. 

I have been told that the upgrade 
will be more involved than just swapping 
chips, unless you have a revision 6 
motherboard. Older motherboards 
require moving a jumper, cutting a circuit 
board trace, and replacing the chip. The 
large scale integration semiconductor 
device will require a special tool to 
remove it from the socket. 

Another new product, the AT 
Bridge Card, has been shipping with 
Janus version 2.0 software. The new 
software has many features and 
advantages over the original XT Bridge 
Card software. Though the new version 
Janus system will operate with the XT 
bridge, it is currently only available with 
die new AT Bridge Cards. A 
spokesperson for Commodore said an 
upgrade will be available soon, and XT 
Bridge Card users will be able to find out 
about the upgrade as soon as it becomes 
available from their local Amiga dealer. 
Owen White of Los Cruces, NM is trying 
to obtain a shareware program called 
NGI, a Bob-creating program. He has 
written to the author at National Pixel 
Products of Valencia, CA, but has not 
received a reply, and the company is no 
longer listed in the telephone directory. 
If you know the company's latest 
location, drop me a line, and I will pass 
the information along to Mr. White. 

Robert Stone of San Jose, CA 
noticed a problem with Disk Master 
version 1.3 when he used *.SND. The 



pattern to copy a group of .SND files 
from a floppy to his hard disk, not only 
did the files with .SND extensions get 
copied, but any file with .SND anywhere 
in the name also got copied. After some 
experimentation, he determined that 
there seems to be no difference between 
*abc and *abc*. Has anyone else run into 
this problem? 

Eric Saunders of Fredericksburg, 
VA writes about an incompatibility 
problem with the Microbotics Hardframe 
SCSI controller and the CMI Processor 
Accelerator. According to Mr. Saunders, 
CMI is aware of the problem, and is 
■working on it. Another problem involves 
the Hardframe and the JLINK command 
on the Bridge Card. When Saunders 
autoboots from the hard disk, the JLINK 
command causes the PC side to hang. 

It appears that if the Janus device 
driver is not loaded at the start of the 
boot sequence by the Binddrivers 
command, JLINK hangs. Since the 
Hardframe is autobooting, die hard frame 
device driver is recognized first, then 
Binddrivers is issued from the startup 
sequence. The problem can be simulated 
by not autobooting on the hard drive, 
and removing Binddrivers from the 
Startup-sequence. When Binddrivers is 
finally executed from the CLI; JLINK 
hangs. If autobooting is disabled, and 
Binddrivers is the first command in the 
startup-sequence, both the Hardframe 
and JLINK work properly. 
Correspondences with Commodore and 
Microbotics have not produced a 
solution. If you have found a 
workaround for this problem, let me 
know and I will pass it along. 

In the BugBytes column in AC 4.4, 
I reported on a problem with MaxiPlan 
and FastFonts. Dennis Smith of Grafton, 
VA wrote in a workaround for the 
problem. Version 1.9 resides on his 
harddisk, and in his startup sequence, he 
uses :ff >nil: Dennys.font to load 
MaxiPlan. He created a project icon that 



looks like the MaxiPlan icon, but actually 
executes a script with default tool sec to 
"Qiconx". 

The script, which has the same 
name as the icon (minus the .info) is 
:echo "FLASH means font-not- 
found.. .Loading Topaz.fontrff >nil: 
topaz.fontstack 12000echo "Loading 
MaxiPlan"dhO:Maxi-Plan/Maxiplanecho 
"Loading Dennys.font"ff>nil: dhl Tonts/ 
Dennys.font* 

On the topic of MaxiPlan, the 
program originally published by Oxxi, 
Inc., now has a new name and a new 
publisher. The latest incarnation of 
MaxiPlan is now called Plan/It. New 
features and bug squashes have made 
this program a true upgrade from 
MaxiPlan version 1.9. The latest version 
now exports and imports Lotus 1-2-3 
files. An ARexx port has been included, 
and arbitrary text in multiple fonts, colors 
and type styles are included in the 
graphing features. GANTT project charts 
have also been added to the program. 

Users of any version of MaxiPlan 
can upgrade to Plan/It by sending both 
the original disks and manual, and a 
check for S45.00 to B.E.S.T. Inc. 



Delphi Noetic Systems, developers 
of F-Basic, have announced the release 
of F-Basic version 2.0. The program has 
many new features, including direct IFF 
file support, high level random access 
file commands, and high level animation, 
among others. The upgrade can be 
purchased by registered users for S4995. 
To receive your upgrade, contact 
Delphi Noetic Systems, Inc. 



Emerald Intelligence has mailed an 
upgrade offer to registered users of 
Magellan. Version 1.1 adds additional 
features such as display window scroll 
bars, complete trig functions, and an 
improved file requester among other 
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Which 
hard disks 
for 
AMIGA? 

Durious? 



Any 

(IBM compatible) 

with our A.L.F.! 

(Amiga Loads Faster) 

Safer with CHECKDRIVE. 

Faster with FASTFILE-SYSTEM. 

50°/o more MB with RLLCONTROLLER. 

More economic - even defective 

hard disks can be used. 

SCSI-Bus, ST412/ST506-Bus 

Automount Ver. 1 .6, Autoboot Ver. 2.0 

Prospect Technics Inc. 

P.O. Box 670, Station H 

Montreal, Quebec H3G 2M6 

Phone: (514) 954-1483 

Fax: (514) 876-2869 

BSC Biiroautomation GmbH 

Postfach 400368 

8000 Munchen 40 W-Germany 

Phone: (89) 308-4152 

Fax: (89) 307-1714 



Circle 129 on Reader Service cord, 
things. Several other improvements have 
also been made. To receive your 
upgrade, send both your original 
program and data disks and a check for 
S30.00 to Emerald Intelligence. 



Microway, makers of die AGA 2000 
"flickerFixer" board,manufactures one of 
the required accessories for Amiga 
professional desktop publishing or CAD 
work. The advanced graphic adapter 
allows unparalled use of a high scan rate 
color monitor. One disadvantage of die 
AGA 2000 board is that you can't use a 
genlock on an A 2000 with the 
"flickerFixer" board installed. 

Microway is working on a 
daughterboard that plugs into die AGA 
2000 which will allow the use of a 
genlock. They already have a prototype 
or two built, but a few technical 
problems remain. They hope to 
demonstrate die new board at the 
Chicago AmiEXPO in July. 

Peter Silverstone, the designer of 
the AGA 2000, has created specifications 
and cable connection information that 
allows inexpensive monochrome VGA 
monitors to be connected to the Amiga 



2000. The cable properly mixes the RGB 
signals to give a display that works 
nicely with HAM and games. The 
advantage of VGA monochrome is that 
the monitors are very sharp and very 
inexpensive. The cable is easy to build, 
or you can probably order one from 
Redmund Cable, or your local Amiga 
dealer. 



Gold Disk has released version 1.2 
of Professional Page. The premier Amiga 
desktop publishing program now imports 
clip files from Professional Draw. Clip 
files can contain one or several pieces of 
structured clip art. The new release 
squashes several bugs and adds a few 
new features, including die ability to sort 
the directory lists. A major change in 
Professional Pagel.2 is the removal of 
Postscript Specs and Dot Matrix Specs 
from the Preferences menu. All the 
preferences have been inserted into die 
large print requesters. 

Professional Draw users will 
recognize die print requesters, because 
diey are virtually identical. A new feature 
added to Professional Page is EPSF file 
export option. EPSF export is a major 
addition that allows EPSF files to be 
exported to odier publishing packages 
diat cannot read a Professional Page file. 
Professional Page now supports color 
Postscript printers direcdy, as well as, 
printing color separations. 

Professional Page provides several 
new hot keys. Once software becomes 
intuitive, it is time consuming to remove 
die fingers from the keyboard to drag a 
mouse to the top of the menu bar. Being 
able to access additional menu choices 
from hot keys is a major improvement. 
If you haven't already received notice of 
a Professional Page update, here are the 
details. 

If you purchase Professional Page 
within 90 days of requesting the 
upgrade, and return your registradon 
card with the serial number sticker in 
place; the upgrade is free. If your 
purchase date was earlier than the 
previous 90 days, and you have 
registered your purchase, the upgrade 
fee is $20.00. 



A press release from Central Coast 
Software has warned that a pirated 
version of Quarterback is floating around 
the networks. The program is easily 
identifiable, as it has been modified, and 



carries the version number 3-0. Any other 
modifications made to die program are 
unknown, but it seems to have been 
modified from version 2.1. 

The latest available version of 
Quarterback is 2.3, a minor update 
from version 2.2. The new version 
enhances program operation for users 
who backup to high density backup 
devices such as removable hard disks 
and other non-mountable mass storage 
devices. Users who backup to floppy 
disks will see no changes from their 2.2 
versions. For upgrade information, 
contact Central Coast Software. 



That's all for this month. If you 
have any workarounds or bugs to report, 
or if you know of any upgrades to 
commercial software, you may notify me 
by writing to: 
John Steiner c/o Amazing Computing 

Box 869 Fall River, MA 02722. 
..or leave EMai! to Publisher o n People 
Link or 73075, 1 735 on CompuSeive. 



•AC- 



B.E.S.T. Inc. 

11525 S.W. Durham Road 

Tigard. OR 97224 

(Inquiry #196) 

Central Coast Software 

268 Bowie Drive 

Los Osos, Ca 

f Inquiry §197 ) 

Delphi Noetic Systems, Inc. 

P.O. Box 7722 

Rapid City.SD 57709 

(605)341-2580 

(Inquiry #197) 

Emerald Intelligence 

3915-A1 Research Pork Drive 

Ann Arbor. Ml 48108 

(Inquiry #199) 

Gold Disk 

2179 Dunwin Drive #6 

Mississauga Ontario Canada 

L5L 1X2 

(416) 828-0913 

(Inquiry #200) 

Microway 

P.O. Box 79 

Kingston, MA 02364 

(508) 746-734 

(Inquiry #201 ) 



m 



80 



Amazing Computing V4.7 ©1989 



60 Days 
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Adapting Analog Joysticks 
to the Amiga 



by David Kinzer 

This article explains how to build an adapter to allow 
IBM or Apple joysticks to properly function on an Amiga. In 
addition, I have included a program in "C" as a tutorial on how 
to properly write programs to read the joysticks. I have fully 
tested this design on my own A1000 and A2000 and find it to be 
satisfactory. You need to evaluate the design For your own uses. 

This project requires electrical connections to the Amiga 
computer, so it should be done carefully, and with a full 
understanding of the design. Since I cannot control the condi- 
tions under which the project is built or tested, I cannot accept 
any responsibility for any damages. 

The Hardware 

The Amiga supports a wide variety of input devices for 
use with the mouse ports. One of these is an analog joystick. 
Unfortunately, the Amiga design team did not design the port 
with presently available analog joysticks in mind. Since die 
number of Amigas sold has never been as great as the Apple II 
or IBM PCs and their clones, joystick manufacturers have 
ignored the Amiga. 

Joysticks for the Amiga and those for the Apples and IBMs 
differ in their pinouts and in the resistance values of their 
variable resistors. The resistors change their value according to 
the joystick's position. There are two resistors in the joystick, 



one for the horizontal (or X) position, and another for the 
vertical (or Y) position. The Amiga requires the resistors to have 
a maximum resistance of 1M Ohm (one M Ohm = one million 
Ohms) (See note 1). The "standard" joysticks have a maximum 
of 150K Ohms (one K Ohm = one thousand Ohms). This means 
they do not have enough range to work properly for the Amiga. 

The Amiga analog joystick port is made up of a pair of 
analog current input to digital information output (A/D) 
converters. Pan of the circuitry is in the Paula custom chip, and 
it is intertwined with the creation of the video picture on the 
screen. For clarity, we will talk about how one convener (which 
does one axis of the joystick) works, but in the hardware the 
other convener is working in parallel also. 

The analog conversion starts when the video beam is 
traveling back to the top of the screen. During this time, the 
Paula chip is discharging a capacitor (see Figure 1). After the 
video beam has made a few passes across the screen (so no 
more than 255 scan lines remain for both NTSC and PAL 
machines), the discharging is stopped. The capacitor then starts 
charging from the +5 Volt supply through the variable resistance 
of the joystick. While this is happening, a count of the number 
of times the video beam crosses the screen is kept. The counter 
stops when the voltage on the capacitor reaches a pre-set level 
(approximately 2 Volts), and the conversion is complete. 
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The number of scan lines of time it takes to reach the pre- 
set threshold is proportional to the product of the capacitance 
and die resistance. This product is known as the R-C time 
constant, The joystick position controls the resistance, so the 
number of scan lines it takes to reach that threshold is directly 
related to the joystick position. If the joystick is in the Ohms 
resistance position, the capacitor charges immediately, and the 
output of the conversion is zero. If the joystick is in its maxi- 
mum resistance position, the capacitor takes a long time to 
charge up and may never reach the threshold before the video 
beam reaches the bottom of the screen, resulting in a conver- 
sion to 255. With the joystick in the middle, the output should 
be about 128. 

The problem with the "standard" joysticks is their maxi- 
mum resistance is not high enough. This means that even at 
maximum resistance, too much current flows into the capacitor, 
and the counters never reach their maximum. In fact, the count 
will never get more than about a fifth of the way there. Because 
of the unavailability of Amiga joysticks, some games have been 
written using this reduced range. However, they have suffered a 
loss of resolution (though perhaps not payability) by doing this. 

There are a few ways to fix the joystick shortage. One 
would be to parallel larger capacitors across the existing ones. 
This might work, but since we don't know the Paula chip's 
exact internal configuration, we might damage something. Also, 
there is probably a current limiting resistor inside the Paula chip 
which will form a voltage divider with the joystick resistor, 
preventing complete discharge of the capacitor. This leaves less 
voltage for charging, increasing the effect of noise in the system. 
Another way would be to change the resistance of the joystick. 
But different brands of joysticks are all different and, though this 
would be the best solution, finding the appropriate resistors 



might be difficult. What we do here is change the apparent 
resistance of the joystick so that, to the Amiga, it looks like the 
type of joystick it wants. 

Figure 2 shows the internal function of the ideal Amiga 
joystick. The variable resistors connect to +5 Volts on one end, 
and to the Amiga's internal capacitors on the other. The lime it 
takes to charge up each of the capacitors is individually 
determined by the value of the resistors (again, changed by the 
horizontal and vertical joystick position). 

I have tried to design a low parts count adapter which 
allows a lower resistance value joystick to work exactly as an 
ideal Amiga joystick. The small size of the circuit allows you to 
place it inside most joysticks if desired. Alternately, you can 
make it an external adapter, which has the added benefit of 
allowing the joystick to work with its original machine. 

Figure 3 is a schematic of the joystick adapter. The analog 
lines connect to the analog input pins of the Amiga, where the 
capacitors are located. The op-amps (operational amplifiers) 
used in the circuit are in a voltage follower configuration. For 
each, the voltage on the output will be kept the same as the 
voltage on the corresponding positive (+) input. The positive 
inputs monitor the voltage on die capacitors, so die output of 
die op-amps are at those same voltages. 

For each axis, the current flowing through the variable 
resistor (in the joystick) from +5 Volts reaches the two resistors 
in the adapter. Since the voltage on the op-amp output and the 
voltage on the Amiga input are the same, the voltage across the 
resistors is the same. This results in the cunent always being 
split in a constant ratio. The ratio of the resistor values control 
the rado of the current split. By selecting the appropriate 
resistances, the current into the computer is reduced to the 
amount that would flow if an ideal joystick were attached. 
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Circle 130 on Reader Service card. 

exactly what is on the positive input). Too high a resistance will 
result in the voltage not rising fast enough in the minimum 
resistance joystick position. 

The resistor values are 2.7K Ohms for the input of the 
Amiga, and 500 Ohms for the connection to the op-amp, which 
represent an appropriate design compromise. This results in 5/6 
of the current going into the op-amp, and 1/6 (the same ratio as 
150K Ohms to 1M Ohm) of the current going into the joystick 
port. Note that by changing 500 Ohm resistors, which go into 
the Amiga to IK Ohm variable resistance types, the ratio can be 
easily adjusted for each axis to provide the optimum value for 
your individual joystick-Amiga combination. 

The op-amp selected for diis design is an LM358, manu- 
factured by National Semiconductor or Motorola. It is a dual op- 
amp which has some very special characteristics. It is a low 
voltage design capable of operating on +5 Volts, it has special 
circuitry inside it to allow die output to swing very close to the 
negative (ground) supply. In addition, the inputs can be taken 
all die way to the negative supply. This allows tracking of the 
capacitor voltage during discharge. These are not common char- 
acteristics for an op-amp. The op-amp is also a compensated 
design which allows its use in circuits with a gain of less than 
two (this design has a gain of one, a voltage follower). I do not 
recommend substitution of a different op-amp, but if you can't 
find one, an identical performing quad op-amp, die LM324, is 
available at Radio Shack (part *276-1711). Connect the unused 
outputs to their corresponding negative inputs and ground the 
unused positive inputs. 

The capacitor from +5V to ground filters the power 



coming from the 5V supply of the Amiga. 1 microfarad is 
sufficient, but this value is very flexible. 

The Amiga joystick port uses a nine pin "DB" style 
connector. The joystick adapter needs a DB-9S (die S is for 
sockets) connector to fit. One good way to get one of these is 
to buy a joystick extension cord and cut the cord off (keeping 
enough cord to reach where you want your adapter). The 
Amiga supplies +5 Volts on pin 7, and ground on pin 8. The X 
(side-to-side) input is pin 5, and the Y (up and down) input is 
pin 9- The Amiga expects these inputs to be pulled up to +5 
Volts through die variable resistors of the joystick. Fire button 1 
(also known as the left fire button) connects to pin 3- Button 2 
(the right button) connects to pin 4. When pressed, die fire 
buttons connect their pin to ground. 

An IBM type joystick ends in a DB-15P (the P is for pins). 
This means the adapter needs a DB-15S to fit. The X-axis 
resistor connects to pin 3, the Y-axis resistor connects to pin 6, 
and the other end of both connect to pin 1 (the resistor 
common pin). Fire button 1 connects to pin 2, fire button 2 
connects to pin 7, and the odier end of both connect to pin 4 
(the fire button common). 

Apple joysticks may need to be modified slightly. Some 
joysticks have the fire button pins connected to ground through 
a resistor, and when the button is pressed, the pin is switched 
to the 5 Volt pin. This results in an operation that is the reverse 
of what the Amiga expects. The joystick fire buttons can be 
rewired to simply connect to ground when pressed. An alterna- 
tive is to add a simple TIT inverter to the adapter, preserving 
the original function of the joystick. 

There are two types of Apple joysticks. The original type 
ended in a 16-pin dual-inline plug, which pluggeci into the 
computer motherboard. The newer type ends in a DB-9P. For 
the old type we need a 16-pin IC socket, and for die new type 
we need a DB-9S to fit. For the old style, pin 6 is the X-axis, pin 
10 is the Y-axis, pin 1 is the resistor common, pin 2 is fire 
button 1, pin 3 is fire button 2, and pin 8 is ground. In the new 
style, pin 5 is the X-axis, pin 8 is the Y-axis, pin 2 is the resistor 
common, pin 7 is burton 1, pin 1 is button 2, and pin 3 is 
ground. 

Constructing die adapter is a simple matter of hooking up 
the wires. Check the joystick pinout table for the connections to 
your type of joystick. The adapter is easily constructed on 
general purpose prototyping board material (except for DB-type 
connectors which have a funny 0.109 inch spacing). Always 
follow anti-static procedures, even if die op-amp is not a CMOS 
part. 

The Driver 

The Amiga operating system does not direcdy support 
analog joysticks, but the hooks are there to properly interface 
with them. This implies that we can work within the confines of 
the multitasking system, and not interfere with other programs 
that might be running. 

To use analog joysticks, two portions of code need to 
exist. One part allocates the resources, does the setup, and starts 
up the other code. It also stops die other code, and cleans up. 
Usually diis part will have the application program as well. The 
other part is an interrupt server, tied to the Amiga's vertical 
blanking interrupt. This part will read the joysticks and pass the 
information back to the first part every time a vertical blanking 
interrupt occurs. 
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Allocating the joystick port prevents other tasks from 
getting this hardware resource, and assures us that no other 
program is currendy using it. This is done by opening the Potgo 
resource library, allocating the bits we need with the Al- 
locPotBits function call. We then assure the inputs we need are 
programmed as inputs (their state is unknown, some other 
program may have left them as outputs) with the WritePotgo 
function. 

Once the port is allocated, we set up to have the interrupt 
server routine called on the vertical blanking interrupt. The 
interrupt routine will send the joystick positions back to us in a 
data area we set up for it. We also send the server the address 
of the Potgo library in this data area, so it can use the Write- 
Potgo routine to write to the Potgo register in a multitasking 
cooperative way. We allocate this data area as public memory 
with die MEMF„PUBLIC bit. This helps insure fuaire compatibil- 
ity should it be mn on a different processor type. 

The interrupt routine is started by filling out an Interrupt 
structure with the node type (NTJNTERRUPT), priority (10 
works well), node name, data area we allocated, and the 
address of the interrupt routine itself. The start up is done by 
calling the function AddlntServer with the interrupt we want to 
service (INTB_VERTB - vertical blanking), and the address of 
the interrupt structure. Note again that we allocated public 
memory, this time for the Interrupt structure. 

The interrupt routine is now called automatically every 
time die video beam is traveling back to the top of the screen. 
The values in the data table are constantly updated with the 
latest joystick position by the routine. We are free to read these 
values and do whatever our program is going to do with them. 

When we decide our program is to end, we turn off the 
interrupt server by calling RemlntServer. We then free the 
memory tied up with the Interrupt stmcture and the shared data 
area, and free die allocated Potgo bits. 

The interrupt server routine is kept as short as possible. 
There are other tasks -which need to be performed during this 
interrupt and we can't hog all the time. We do this by keeping 
the function simple (no averaging, etc.) and writing it in 
assembly language. A trade-off was made here for the case of 
single-shot button presses. Additional code was inserted so 
down presses are memorized. This allows code which might not 
sample the data very often to catch quick button presses. 

The server reads the analog joystick values and fire button 
positions directly from the Amiga hardware registers, and places 
these values in the shared data area. It then writes to the Potgo 
register to start another read of the analog joystick positions. 
This routine must return with the "Z" bit of the M68000 condi- 
tion code register set. This is most quickly done by the last 
move instruction. 

Now that we can read the position of the joystick, we 
need to interpret the values we get back. This requires a little 
bit of conservative thinking. The capacitance values used by 
Commodore on the joystick port vary somewhat. The joysticks 
themselves display considerable variation from unit to unit. 
What we must keep in mind is that the joystick may not be able 
to reach the endpoints of the counter range. For "spring-to- 
center" joysticks, they might not return to exactly the same 
place every time. Noise also presents a problem, especially 
when reading higher numbers from the joysticks. 

One way to handle the endpoint problem is to have the 
user move the joystick from side to side and up and down, and 
memorize the endpoint locations. Then, with the joystick 
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Circle 125 on Reader Service card. 

centered, memorize the center location for the spring-to-center 
kind. This approach has the advantage of allowing the user the 
fullest possible range of joystick movements. Its disadvantage is 
the need to do on-the-fly ratio mathematics, which require some 
processor time. 

Another approach is to allow some tolerance for these 
problems. Consider any count under (for example) 20 to be the 
lowest possible reading, and anything over 235 to be the 
highest possible. Any readings in between are used in a linear 
fashion (except the center, see below). This gives up some 
possible resolution, but is extremely cheap in terms of processor 
time. This approach works very well in high-performance 
applications like games where, if the user is most of the way 
over on the joystick, he is likely to be all the way over on it 
anyway. 

For spring joysticks, the center location needs some dead 
band. This allows for slop in the return-to-center mechanism. 
Counts from 120 to 135 should be considered centered (e.g. the 
space ship stays on present course). 

Noise appears in the form of varying readings, even 
though the joystick itself hasn't moved. This is most prevalent 
when the resistor values are high, which results in high num- 
bers in the registers. Occasionally, a "bad reading" is obtained. 
These effects are minimized by averaging some number of 
readings. If possible, ignoring the obviously bad reading will 
result in smoother operation. You might consider keeping a 
history of the last 7 readings, throwing out the highest and 
lowest, and averaging the remaining five. 

(continued) 
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Circle 132 on Reader Service card. 

Note that the OpenAJoystick function returns a pointer to 
the driver's data area. This allows direct access to the data if 
desired, and will save some processor time while running the 
application. This will lose the unit independence that existed 
before, and single shot button events will have to be processed 
by the application itself. 

Using unit of the analog joystick driver requires turning 
off the input device. The input device uses gameport unit for 
the mouse input. This is beyond the scope of this article. I 
suggest you use unit 1 for the joystick input in your program, 
unless it needs two joysticks. 

The Example Program 

The "C" program presented here allows drawing using an 
analog joystick. It is intended to be instructional, not necessarily 
useful. It was created from an instructional program I wrote on 
how to open screens and windows, and on drawing lines and 
text to the window. 

Note that there is no averaging in the draw routine to 
show the effects of noise in the joystick readings. An averaging 
routine would reduce this effect dramatically. Depending on 
the machine it is connected to, the positioning accuracy in the 
upper left corner (low counter readings) is probably much 
greater than in die lower right corner (high readings). 

The program itself contains enough comments to docu- 
ment its operation. I hope you will use this to launch a new era 
for the Amiga, one in which analog joystick support is as 
prevalent as digital joysticks currendy are. 

Using the program is simple. The joystick moves a 
colored spot around the screen. Holding down button #1 will 
leave a trail of colored spots as the joystick moves. Button #2 
changes the color once for every time it is pressed. The colors 



cycle through the 4 Workbench colors. 

This program will compile for Manx (large and small 
integers), as well as Lattice. Manx users use the following: 

cc joydemo.c 

cc joydriv.c 

as vbrtn.a 

In joydemo.o joydriv.o vbrtn.o -lc 

Lattice users need to edit the vbrtn.a file to include a "csect" 
statement as documented in the file itself. Then do the follow- 
ing: 

lc joydemo.c 
lc joydriv.c 
asm vbrtn.a 

blink lib:c.o,joydemo.o,joydriv.o,vbrm.o to joydemo 
lib lib:lc.lib,lib:amiga.lib 

Simply run the program by typing "joydemo". Use the 
mouse pointer to click on the close box to end the demonstra- 
tion. I hope you enjoy this "new" capability of your Amiga. 

Note 1: The Amiga Hardware Manual states that the joystick 
resistance should be 490KOhms (490 thousand Ohms). In 
reality, this value is insufficient to prevent the capacitor from 
charging before 255 scan lines have occurred. 



Listing One 

AJoystick.h 




Copyright Cc) 1989, David Kinzer, All Rights Reserved 

Permission hereby granted to redistribute this 
program in unmodified form in a not for profit manner 

Permission hereby granted to use this software freely 

in programs, commercial or not. 



AJoystick .h 

Include file for using Analog Joystick Routines 
AJQYTJNITx is used for OpenAJoystick and ReadAJoystick 
read calls 



Idefine ajoyuhito 

Idefine AJOVUNlTl 



1L 
2L 



/* UxBySINGLE is used for OpenAJoyst ick calls to specify */ 
/* single trigger on the button press */ 



♦define 
tdefine 
tdefine 
Idefine 
tdefine 
tdefine 
tdefine 
tdefine 



U0B IS INGLE 

U032SIHGLE 
U0B23INGLE 
UQB4SINGLE 
TJIB1SINGLE 
U132SINGLE 
U133SINGLE 
U134SINGLE 



OxOlOOL 
QxQ2GQL 
OxGflOQL 
QkOSOOL 
OxlOOOL 
0x2000L 
0x400GL 
DxBQOOL 



/* Data from ReadAJoystlcJc is returned to an AJoyData */ 
/* structure */ 

struct AJoyData { 

unsigned short x; 

unsigned short y; 

unsigned char button 1; 

unsigned char button 2; 

unsigned char butt on 3; 

unsigned char button^; 
I; 

/■ button data will be one of the following ■/ 
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•define BUTTOMOOWM -I 
(define BUTTONUP 



/" End: AJaystick.h 



Listing Two 

JoyDemo.c 



ANALOG JOYSTICK DEMO 

Copyright (c) 1989, David Kinzer, Ail Rights Reserved 

Permission hereby granted to redistribute this 
program in unmodified form in a not. for profit manner. 

Permission hereby granted to use this software freely 
in programs, commercial or not. 

* * * * * * * * * * * * # * * # * * * * * * * * * * .*-* * * * * #* * * * * * * * * * * ** # * * * * * * i 
JoyDemo.c 

This program demonstrates the use of an Analog 
Joystick input device on the Amiga {tin) Computer. 
This program also demonstrates the use of libraries, 
screens, and windows. 



/* The following includes some header files which define 
some types and structures used by this program. Note 
that these include files will themselves include more 
files so that everything they need is also included. */ 

# include <exec/types .h> 

llnclude <exec/memory,h> 

# include <intuition/intuition.h> 

/* include our own defines for the Joystick portion of 
the program. The use of quotes around the include 
file name tells the compiler to look in the current 
directory for the specified file. If not found, the 
compiler will look in the default library. */ 

♦include "a joystick, h" 

/* The following variables are required to use the 

libraries. The libraries are loaded into ram so many 
programs can use them at the same time. This 
reduces duplication and therefore reduces the aramount 
of ram needed for multitasking. These variables are 
pointers to the base of the library entry point. They 
must be global variables so the V C library routines 
{which call the actual Amiga library routines! can 
find them during the linking process. The *C* library 
routine adds an offset to this pointer and goes to the 
subroutine located there. ■/ 

Struct IntuitionBase * Intuit ionBase,- 
struct GfxBase *GfxSase; 

/* The following will be used during the open library to 
ask for a particular revision or greater in the 
library. A value of Zero says open any revision. 
This would be useful if you used one of the new version 
1.2 routines which did not exist in Vl.L If you 
were to call a non-ejtistant routine, the system will 
crash. */ 

♦define INTUITI0N_REV OL 
♦define GRAPHICS_REV OL 

/* Here we define the height of the title bar on a 
window so our program will be able to skip over 
that space, as well as the width of the window 
boarders. */ 

♦define TITLEHEIGHT 10L 

♦define BOTTOMWIDrH 1L 

♦define LEFTWIDTH 2L 

♦define RIGHTWIDTH 2L 

/* Here is where we will define the font that we will 

use for our display. It defines the font that will 

be used by the text function for rendering in any 
window on our screen. */ 



struct TextAttr MyFont 
( 

(STRPTR) "topaz . font" 
T0PA2_EIGHTl, 
FS_NORMAL, 
FPF_ROMFONT, 

u 



, /■ Font Name */ 
/* Font Height •/ 

/* Style */ 
/* Preferences */ 



MASTERPIECE 

PROFESSIONAL 

FONT COLLECTION 

20 DISK SET 

The largest collection of fonts and clip art available in a 
single package for the AMIGA. 

110 DIFFERENT FONT STYLES 

This doesn't mean 10 sizes of 11 fonts. It means 110 
DIFFERENT fonts. 

LARGE SIZES 

Specially designed for video work. 95 % of the fonts 
are over 100 pt. tall. Easily resized smaller. 

PATTERN CLIP ART 

141 hi-res DPaint II pages. There are thousands of 
objects and examples. 

ALL FONTS ARE HI-RES 

BRUSHES ■ 2 disks full of color brushes. 

COLORFONTS - 4 full disks. 

100 PAGE MANUAL - Full size font printouts. 

20 DISK SET- ONLY $199.00 

Contact your local AMIGA dealer or order direct from 

AROCK Computer Software, 1306 E. Sunshine, 

Springfield, MO 65804 1-800-288-AROK 

DPaint II is a registered trademark pf Electronic Arts. 



© 
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/* Next we set up the data structure which opens the 
screen. Notice we include the address of our font 
structure in this structure. 



scrucc NewScreen QurScreen 
i 

o, /* 

0, /* 

640, /* 

200, /■ 

2, /* 

0,1, /• 

HIRES, /* 

CUST0MSCR3EN, /* 

SMyFont, /* 



the left edge has to be zero 
top edge, start at top of screen 
Width, we want High Resolution 
Height, we want non-inter lace 
Depth, Two Planes, 4 colors 
DetailPen and BlookPen specs 
Let's go far High Res 
screen type, not the Workbench 
use the font we said to 

in title & 



{STRPTR} "Joystick Screen",/" Screen narte 

NULL, /* screen gadget 

:;'JLL, /* No custom Bitmap 
); 



/■ OK, here comes the program. 



/ 
/ 
/ 
*/ 
*/ 
•/ 
*/ 
*/ 
-/ 

*/ 



*/ 



VOID main < J 

{ 

/* The following are used to open the screen and window. */ 

struct Screen •Screen_ptr; 

struct KewWindow OurWIndow; 

struct Window •Window_ptr; 

/* The following variables ate used in the dereo loop. */ 

struct AjoyData **H?j 

long pcolor; 

struct message *msgptr « NULL; 

long old_x » -1; 

long oid_y » -1; 

long old_color - 0; 

/* Declare the return type of the functions used, ■/ 
APTR Open Library () , OpenScreen (J , OpenWindcw ( ) ; 
aPTR AllocMem ( } , GetMsg ( 1 ; 

/* Declare cur function to keep Lattice !tm} happy. */ 
VOID Draw3ox{}; 



/* Open the Intuition library. 



"he result returned by 
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Momentum 



$29.95 
Retail 



Mail 



Sm Us At 

f A ml Expo- Chicago] 
Booth #85! 



Why pay $300.00 for a data base program 
Tele Tutor is a \ w hen all you need is mail list 
telecomunications \management 
aid for the novice or 

those who have \ Momentum Mail features 

experienced telecomuni- \-FlexibIe search functions allowing 
catins but haven't fully com-\ mu |tip[e search criteria, 
pehended all that is to know. Xjncluding pattern searching 

\-Text transfer capabilities 
\from other programs 
\ - Easy mail list 

- interactive examples with textual 

information 

- teaches the use of bulletin board 

systems, networking, file tranfers 
modem commands, and file commpresion 

- bulletin board simulation \ $29.95 

- and a comprehensive bulletin board listing \ Retail 



mangement 

Flexible setup for 
.different label 
.types 



Tele Tutor 



ffl 



■ Make check or money order payable to: 
Micro Momentum, Inc. rv\*iri eS 

100 Crown Avenue yjea^ eI ^ 

Johnston, RI 02919 Wi^ 

(401) 949-5310 
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this call is a pointer to the jump table of the 
Intuition library. This call will load the library 
from disk if it is not already loaded. If this call 
returns zero, something is wrong and Intuition is 
not available to us. If this is true, attempting to 
use the library will cause the machine to crash, so 
we should exit the program- * 

IntuitionBase ** (struct IntuicionBase *•) OpenLibrary f 
(strftri "intuition. library", INruiTi©N_REV>; 
if (IntuitionBase — NULL) 
exit (FALSE) ; 

/* Same with the Graphics Library -/ 

GfxBase = (struct GfxBase *] OpenLibrary ( (STRPTR) 

"graphics. library", GRAPHICS_RSV) ; 
if (GfxBase — NULL) 
exit (FALSE); 



/* Now ir. is time to get our screen. The OpenScreen call 
does a bunch of neat stuff for us like getting chip 
memory for the screen and RastPort structures. We 
could do all this stuff for ourselves, but why? */ 



5creen_ptr - (struct Screen 
if (Screen_j>tr =- NULL] 
exit (FALSE! ; 



) OpenScreen (SQurS Green) ; 



We are going to fill out the window structure in order 
so we can open a window on our new screen. Our window 
will have a few gadgets for us to play with. Since 
one of the IDCKF flags is set, this program will open 
a message port which we will monitor to see when the 
window should be closed. V 

OurWindow. LeftEdge =20; 
OurWindow. TcpEdge = 2.0; 

OurWindow. Width - 512+LEFTWIDTH+RIGKTWIDTH; 
OurWindow. Height - 128+TITLEHEIGHT+BOTTOMWIDTH; 
OurWindow. DetailFen = 0; 
OurWindow. BlocfcPen = 1; 

OurWindow. Title ■ (5TRFTR) "Joystick Drawing Window",* 
OurWindow. Flags - WIND0WCL35E I SMART_RE FRESH 
| ACTIVATE | KINDOWDRAG 



| MHDQWDEPTH | NOCAREREFRESH; 
OurWindow. IDCMPFlags - CLOSEWINDOW; 
OurWindow, Type - CIJSTOM5CREEN; 
OurWindow. FirstGadget - NULL; 
OurWindow. CheckMark = NULL; 
OurWindow, Screen ■ 5creen_ptr; 
OurWindow. 3itKap = NULL; 

OurWindow. MinWidth - 512+LEFTWIDTH+RIGHTWIDTH; 
OurWindow. MinHeight ■ l2S^TITLEHEIGHT+30TT0KWrDTH; 
OurWindow. MaxWidth - 5I2+LEFTWIDTH*RIGHTWIPTH; 
OurWindow. MaxHeight - 128+TITLEHEIGHT+BOTTOMWIDTH; 

/* Now open the window on our screen. */ 

Window_ptr = (struct Window *) OpenWindaw(iOurWindow) ; 
if (Window_ptr =* NULL) 
exit (FALSE) ; 

/* Move the graphics pen [an imaginary thing) to where 
we would like our text to be drawn. 

Move(Window_ptr->RFort,20L,20L) ; 

/* Now let's send some text out to the screen */ 

Text {Window_ptr->R?ort, (5TRPTR) "Joystick Draw", 1 3D,* 

/■ Let's outline the text with a box, this is our own 
function 



DrawBos (Window otr->R?ort, 



12,22, 16, 123); 



/• Now we get to the Anaic? Joystick part. 



/* Define some conversion functions that change the 
0-255 input values into the coordinates for drawing 
into our window. */ 

♦ define fx(x) (x / I2B + lEFTWIDTH) 
♦define fyly) (y / 512 + titleheighti 

/* Allocate some public memory for a data structure that 
the ReadA Joystick will return the data to us in. It 
is not necessary for this to be public for this 
example program since we are linking the driver with 
our program, but should this become a library, this 
would be required. (It doesn't hurt to think ahead 
some*) */ 



JP 



(struct AJoyData *) AliocMera ( (long) sizeof 
(struct AJoyData) ,MEMF_?UBLIC); 



/* Continue only if the allocate worked. */ 

if (JP) { 

/* Call the open routine of our driver. We are 

requesting Unit 1 (the right mouse part), and we 
want it to give us a single pressed indication for 
each time button 2 is pressed. (This means button 
1 [as well as 3 and 4 if your joystick is SO 
equipped] will report pressed as long as the user 
holds it down.) */ 

if (QpenAJoysticMAJOY-jNiTi I U1B2SINGLE) ) [ 

/* Set the graphics pen to color l (actual color 

depends upon preferences) */ 

peeler = 1; 

SetAPen (Window_ptr->RPort,pCOiOr) ; 

/• Loop until user clicks close box on the window. »/ 

do ( 

/* Read settings of the Analog joystick and buttons. */ 

ReadA Joysti ck { AJOYUN IT 1 , JP | ; 

/* Check button 2. Button 2 indicates the user wants 
to change the color that he is drawing with. Note 
that if we had not specified U1B2SINGLE on the open 
call, the color would cycle as long as the user held 
the button down. This would make it. difficult for 
him or her to select a color. If the button is 
pressed, change the color variable and write the 
new color on the display. *■{ 

if (JP->button2 != SUTTONUP) [ 
pcolor - (pcolor+1) % <5 ; 
SetAPen (Window_pnr->RPOrt,pc&lor) ; 
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1 



HricePixel |Window_ptr->RPort, old_x, old_y) f 
WritePIxel(Windgw_ptr->RPort i old_x+l ( oid_y) ; 



/" If the joystick position has rcoved, we need to decide 
if are to clean up the screen where we were drawing. 
If the button is pressed, we leave the current color 
on, the screen. This is done in conjunction with the 
statement below. If the old color matches the current 
color, we just leave it. If it does not match, we 
replace it with the color that used to be there. We 
then move to the new position, save the color that 
was there, and write out the new color. */ 

if (<fx[JF->x) !- old_x) || 

(fy(JP->y) !* oldj) ) { 
If {pcolor !- old_color) | 

SetAFen(Wlndow_ptr->RPort,old_color) ; 
WrltePlxel {WIndow__ptr->RPort, old_x, 

ald_y > ; 
WritePixel (Window_ptr->RPort, old_x+l, 

old_y) ; 
SetAPen (Window__ptr->RPort, pcolorj ; 
} 

old_x ■ fx(JP->x); 
old^y - fy (JP->y) ; 

old^color - ReadPixel (Window_ptr->R?ort, 
old_x, old y) ; 

WritePixel (Windov_ptr->RPort, old_x,old_y) ; 
WritePixel (Window_ptr->RFort,olc_x*l,old_y) ; 
) 

/* If button 1 is pressed, the user wants to draw In the 
window. As long as the button is held, points will 
change to the current color. We do this by changing 
the saved color to the current color so when the 
joystick is noved the color is retained. "/ 

if (JP->buttonl !" BUTTONU?) { 
ald_color » pcolor t 

) 

/* Check for any messages coming In to our program. The 

GetKsg routine returns a pointer to the first message 

in the queue r if any. If there are no messages, it 
returns a NULL. V 



We take a 4* out of the price 




ONE BYTE 

SI Norwich-New London. Tpke. Rie 3Z 

Quaker HIM, CT 06375 
(800) W-BYTE. In CT (I03J M3-W23 



Authorized dealer for 

Commodore-fimiga Computers, 

Great Volley Products (QVP), 

Memory & Storage Technology (M.fl.SX). 

Authorized Commodore-flrniga Service and Repair. 

Authorized Amiga Graphics Dealer. 



AMIGA IS A REGISTERED TRAD EM ARK OF COMMODORE-AMIGA, INC. 



} while (Mmsgptr ■ (struct message *) 




Circle 135 on Reader Service card. 


GetKsg (Window_ptr->User?ort) ) ) ; 








/* We looped until a message arrived at the IDCMP port. 


i 






Since we only asked for one type of message, we are 


lnt QldPenCplor,x,y; 




assured that it is the close window message. If we 


short points [4] [2] ; 




had asked for more types, we would have to decode it 








to see what type of message it is. For our case, we 


/* 


Fill in the points of our box polygon that will 




just reply the message, clean up, and we're done. */ 




be used by the DrawPoly function. The array must 
be made up of 16 bit nu;nbers. */ 




ReplyMsg (msgptr) ; 




points [3] [0] - Left; 




/* Turn off the joystick routines. */ 




points [31 [1] - Top; 
points 1 ] CO] - Right; 




CloseAJoystick{) ,■ 
} 




points [0] [1J ■ Top; 
points [13 [01 = Right; 

points [1] [1] ■ Bottom; 




f* Free up the memory we allocated for our data 




points [2] [01 = Left; 




structure. */ 




points [21 [1] n Bottom; 




FreeMemlJP, (long) sizeof Istruct AJoyData}}; 








r 


t* 


The Amiga routines should include ones to find out 
the current color and location of the graphics pen, 
but it was not to be. We will, just go grab the 
infornation Eroffl the RastPort structure. */ 




/* Close up the window, and then the screen. Then we 








are done. */ 




OldPenColor ■ RP->Fg?en; 
x - RP->cp_x; 




CloseWIndow (Hindow_ptr) ; 




y = RP->c?_y; 




CloseScreen (Screen_ptr) ,- 










f* 


Set the pen to what we desire, and move the pen 




exit [TRUE) ; 
} 




to the top left corner of the Box. */ 

SetAPen (HP, (long) PenColor) ; 
MovetSP, (long) Left, (long) Top) ; 




/* Here we have our own function which draws a box on 


/* 


Draw the Box. "/ 




the screen. It calls an Amiga function called 








PolyDraw which draws polygons on the display area. 




PolyDraw (R?,^L, points) ; 




We change the color of the pen to what Is desired, 








draw che box and set it back. We also preserve the 


/* 


And set everything back again. */ 




graphics pen location. *J 




SetA?en(R?, (long) OldPenColor) ; 
MovefRP, [lor.glxj (lor.g)y); 




VOID DrawBox(R?,PenColor, Top, Bottom, Left, Right) 








struct RastPort *RP? 


} 






int PenColor, Top, Bottom, Left, Right; 










f* 


End: JoyDemcc */ 
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Listing Three 




/• figure out which bits we need "/ 






JoyDriv.c 




wantpotgo •* 0; 
inputbits «■ 0; 
inputnask = 0; 












/********************#***#*****#***•***#**************** 


•'/ 






f* Copyright (c) 1989, David Kinzer, AH Rights Reserved 


•/ 


if (units i AJOYUNITO) ( 




/* 


•/ 


wantpotgo 1= P0T3ITS0; 




/* Permission hereby granted to redistribute this 


•/ 


inputbits 1- INPUTO; 




/* program in unmodified form in a not for profit manner 

/■ 

/* Permission hereby granted to use this software freely 


•/ 
•i 
•i 


inputmask I- INMASK0; 
i 








/* in programs, com.T.ercial or not. 


'! 


if [units t, AJOYUNIT1) | 




/* 


•1 


wantpotgo [» POTBITS1; 




/«***■*■»**■****»****************■■»'■'■»*»»■***■**■*********** 


"1 


inputbits 1- INPDT1; 




/* 


•1 


inputmask l=* INMASK1; 




f* JoyDriv.C 


'! 


} 




/• 


'/ 






/* Analog joystick interface routines 


"/ 


/• Do we want anything? If not, return error, since 


■/ 


/* 


"/ 


/* there is probably an error in the call. 


'/ 


/* This file contains the routines needed to interface 


"/ 






/* to an analog joystick. The routines supplied will 


"/ 


if t [wantpotgo) { 




/* open, read,, and close an analog joystick, port. 


"/ 


return MULL; 




f* Note that in order to use joyport (left mouse port) 


'/ 


I 






/* the intuition interface will have to be turned off. 


•/ 


/* Allocate the bits that we need from the potgo •/ 










♦ include ^exec/types-h* 




/* resource. */ 




t include ~exec /memory. h" 








tinclude ^exec/interrupts. h* 




gotpotgo = AllocPotBits (wantpotgo) ; 




t include "hardware /custom* h" 








tinclude ""hardware/intbitg-h" 




f* See if He got what we needed. If not, return error 


«/ 


•Include ~a joystick, h* 




if [wantpotgo !- gotpotgo) 1 








FreePotBits (gotpotgo) ; f* give back allocated bits 


■/ 


tdefine POTBITSO OxOFOi 




return HULL; 




tdefine P0TBITS1 OxFOOl 




1 




tdefine INPUT J 0x0000 








tdefine INPUT1 0x0000 




/* Since we don't know what the hardware was set to 


*/ 


tdefine IKKASKO OxOAOO 




/* before we got it, we shall set the analog joystick 


*/ 


♦define ikmaski Oxaocq 




/* bits to inputs like we want. 


"/ 


struct joydata ( 




WritePotgo [inputbits, inputmask) ; 




struct | 








unsigned short xj 




f* Now that we have the hardware, we shall set up our 


*/ 


unsigned short y; 




/• VERTB [vertical blanking) interrupt server routine 


-/ 


char bl; 




/■ We get some Public nemory for a shared data area 


"/ 


char b2; 




/* between the server and the ReadAJoystick routine. 


-! 


char b3; 




/* Then we set up an interrupt structure which allows 


V 


char b4; 




/* our server to becosne a part of the Aniga operating 


"/ 


char ebl; 




/* system. 


•/ 


char eb2; 








char eb3; 




JoyData - (struct joydata *) AllocMem 1 (long) sizeof 




char eb4; 




(struct joydata) ,KEMF_?U3LIC) ; 




} unitO, unitl; 




if ([JoyData) { /* error if we can't get memory 


*/ 


APTR pgbase; 




FreePotBits [gotpotgo) ; /* give back allocated bits 


"/ 


long unitflags; 




return HULL; 
1 




APTR PotgoBase - 0; /* Library base 


•1 


JoyData->pgbase - PotgoBase; /* send potgobase to 


•/ 


long gotpotgo ■ 0/ /* Potgo register bits 


•1 


/* vertb server 


»/ 


/* we are using 


'1 


JoyData->unitflags - units; /• send units to 


*/ 


struct joydata 'JoyData = NULL; /" Pointer to data 


'/ 


/* vertb server 


*/ 


/" passing area 


«/ 






Struct Interrupt 'VBRData ■ NULL; /* Pointer to VERT3 


■/ 


JoyData->unit0.x = 0x8 00 0; /* fill in some 


*/ 


/* interrupt nqde 


»/ 


JoyData->unit0.y = 0x8000; /* dunny values 


*/ 


extern VOID vbservert); 




joyData->unit0.bl - 0; 
JcyData->unit0.b2 ■ 0; 
JayData->unit0.b3 ■ 0; 






/* Open Analog Joystick Routine */ 




JayData->unit0.b4 - 0; 
JoyData->unlcO,ebl » 






struct joydata "OpenA Joystick (units) 




JoyData->unic0.eb2 - 






long units; 
( 




JoyData->unit0.eb3 ■ C 
JoyData->unit0.eb4 ■ 






long wantpotgo, AllocPotBits 1) ; 




JoyData->unitl.K = 0x6000; 




long inputbits, inputmask; 




JoyData->unitl .y tt 0x8000; 




APTR OpenResourceO , AllocMeM); 




JoyData->unitl.bi = 0; 
JoyData->unicl.b2 - 0; 
JayData->unitl .b3 « 0; 






/* reject open if already opened. */ 




JoyData->unitl.b4 - 0; 
JoyData'>unitl.ebl » 






if (JoyData) . 




JayData->unitl .eb2 = 






return NULL; 
1 




JoyData->unitl.eb3 = 
JoyData->unitl.eb4 - 






/* Open potgo resource. The resource controls 


*/ 


VBRData - (struct Interrupt *)AllocKera ( [long) sizeof 




/* allocation and writing of the potgo register. 


*/ 


[struct Interrupt) ,MEtff PUBLIC); 




/* Note: There is no corresponding CloseResource call 


"/ 


if (IVBRData) ( /■ error if we can't get memory 


*/ 


/* in the Amiga- 


•1 


/* give back memory and allocated potgo bits */ 
FreeMem (JoyData, (long) sizeof (struct joydata)); 




PotgoBase *■ OpenResource ( (STRPTR) "potgo. resource") ; 




FreePotBits (gotpotgo) ,- 




if (SPotgoBase) { 




return HULL; 




return HULL; /" Return error if potgo .resource */ 


I 




/* is not available. 

1 


>/ 


/" Fill in the blanks of the Interrupt structure */ 
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VBRData->is_Node.ln_Type - NT_INTERRUPT; 
VBRData->is_Node.ln_Pri - 10; 

VBRData->is_Node.ln_Name - "VERTB for Analog Joystick"; 
VBRBata->is_Data = (APTR) JoyData,- 
VBRDaca->is_Code =* vbserver; 

/* And, finally, add interrupt routine to Operating */ 
/* System. */ 

AddIntServer(INTB_VERTB,VBRData* ; 

f* Return pointer to data, in case user wants to go */ 
/* directly to the data structures. */ 

return JoyData; 



/" Close Analog Joystick routine. */ 

/* Note: Since the Units are closely intertwined, I */ 

/■* decided to close all open units with one call, -/ 

(since you had to open them with one call */ 



/* 



anyway) . 



long CloseAJoystickO 
I 

/■ Ace we actually open? Error if not */ 

if (! JoyData} { 

return Q; 
I 

/■ Shut off VERTB routine */ 

RemIntServer<IHTB_VERTB,VBR£>ata) ; 

/* Free up memory */ 

FreeMem (JoyData, (long) sizeof (struct joydata) ) ; 
FreeMemtVBRData, (long) sizeof (struct Interrupt}}; 

/• Give bach allocated potgo bits V 

FreeFotBits (gotpotgo) ; 

/* Set Flag so we don't read bad data */ 

JoyData - NULL; 

/* return success •/ 

return I; 



/* Joystick Read routine */ 

/* Note: Reads values left by last VERTB interrupt. */ 
/• Note: Data is stale until first interrupt comes along.*/ 
/" Notes Only one Unit can be read at a time. */ 

struct AJoyData *ReadAJoystick lunit, UserDataPtr) 

long unit; 

struct AJoyData "UserDataPtr; 

t 

/* Are we open? Error if not. V 

if (i JoyData) { 
return NULL; 
) 

/* Is this unit open? Error if not */ 

if (! (JoyData- >unitf lags 6 unit)) ( 
return HULL; 

) 



/* Get data for unit and place in requestor's data 
/* structure. (Should be public memory.) 

if (unit ■»■ AJOrUNITQ) { 

UserDataPtr- >x ■ JoyData->unitO . x; 
UserDataPtr- >y - JoyData->unitO .y; 

if (JoyData->unitflags & U0315INGLE) | 

UserDataPtr->buttonl = JoyData->unitQ .ebi ; 
JoyData->unit0.ebl = 0; 

} else 

UserDataPtr->buttonl - JoyData->unitG .bl; 

If <Jc.y£ata->unUflags & U0B2SINGLE) 1 

UserEata?tr->button2 - JoyDaca->unitO .eb2; 
JoyData->unitD . eb2 ^ C; 

I else 



Omnitek Computers 

AMIGA 





1300 Main St. 
Tewksbury, MA 01876 
(508)851-4580 



FULLY AUTHORIZED 

SALES AND SERVICE 

FOR ALL COMMODORE 

PRODUCTS 

20% OFF ALL SOFTWARE 

EVERYDAY! 
We carry a complete lino of software 

and accessories for the AMIGA. 
Come to our Salem, NH location and 

pay no sales taxi 78 Main St. 

Salem, NH 03079 

(603)893-9791 
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U3erDataPtr->but.ton2 - JoyData->unltO .b2; 

if IJoyData->unitflags i U0B3SINGLE) I 

UseeDataPtr->buttcn3 - JoyData->unit0 .eb3; 

JoyData->unit0.eb3 - 0; 
1 else 

UserDataPtr->button3 - JayData->unitO,b3; 

if (JoyData->unitflags t. U0B.SSINGLE! I 

UserDataPtr->button4 ■ JoyData->unit0.eb4; 

JoyData->unic0.eb4 - 0; 
1 else 

UserDataPtr->bucton4 « JoyData->unit0.b4; 

1 else if (unit — AJOVUnitIi ( 

UserDataPtr->x = JbyData->unitl .'A: 
UaerDataPtr->y « JoyDftta-5-unitl .y; 

if <JeyData->unitflags & U1B1SIHGLE) I 

UserDataPtr-^utto.-U - JoyBata->unitl.ebl,- 

JoyData->unitl.ebl = 0; 
) else 

UserDataPtr->buttonl ■ JOyData->unitl.bl; 

if (JcyData->unitflags 4 U1B2SINGLE] ( 

UserDataPtr->bucton2 - JoyData->unitl .eb2; 

JoyData->unitl.eb2 ■ 0; 
) else 

UserDataPtr- >but,Eon2 = JoyData->unitl .b2; 

if (JoyData->unitflags i U1B3SINGLE) I 

UserDacaPcr->button3 - JoyData->unitl.eb3; 

JoyData->unitl.eb3 - 0; 
) else 

UserDataPt,r->bui:Lon3 - JoyDa-a->uiiitl.b3; 

if <JoyData->unitflags t U1B4SINGLE) I 

UserData?tr->button4 = JoyData->unitl .eb4; 

JoyData->unitl.eb4 - 0; 
1 else 

UserDataPtr->button4 - JoyDaca->unit 1 .b4; 

1 else return NULL,- /• Error, not a recognised unit •/ 
/• return success "/ 
return UserDataPtr; 



/• End: JoyDriv.c "/ 



Listing Four 
VBRtn.a 



Copyright (c) 1989, David Kinzer, All Rights Reserved ■ 

Permission hereby granted to redistribute this 

program in unmodified form in a not for profit nanner." 

Permission hereby granted to use this software freely * 
in programs, comserciai or not. • 



(continued) 
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VBRtn . a 

Vertical Blanking Routine for analog Joystick support. 
This routine reads the joyport hardware during every 
vertical blanking interrupt and stores the joystick 
data for use by the read routine. 



■ The ordering of the buttons is sortof taken from the 

* HKK hardware manual (buttons 3 and A are not defined 

• there) 

* when reading from the joyport it is xxxxxxl3xxxxxx24 

• where 1 s 2 are obtained directly, 3 is obtained by 1 
- eor 3, and 4 is obtained by 2 eor t. 



Lattice ctm} users need to remove the comment asterisk 
from the following line to make the assembler happy 





csecr 


text 


regbase 


equ 


5DFTOO0 


joyOdat 


equ 


SODA 


potOdat 


equ 


5012 


joyldat 


equ 


SOOC 


potldat 


equ 


S014 



KritePotgo equ -512 



uox 


equ 


50 


Offsets for data passing 


UOY 


equ 


52 


structure 


OObl 


equ 


5< 




U0b2 


equ 


S5 




U0b3 


eq- 


S6 




U0b< 


equ 


57 




jjOebl 


equ 


58 




[U0eb2 


equ 


59 




|u0eb3 


equ 


5a 




jj0eb4 


equ 


Sb 




U1X. 


equ 


5c 




"uii 


equ 


5e 




Ulbl 


equ 


510 




"Ulb2 


equ 


Sll 




~Ulb3 


equ 


$12 




"gib4 


equ 


513 




"uiebl 


equ 


514 




"uieb2 


equ 


515 




~Uleb3 


equ 


$16 




~Uleb4 


equ 


511 




Potbase 


equ 


516 




_f lags 


equ 


Sic 





SC 


o_U0ebl(Al] 


move.b 


U0b2(Al),D0 


btst 


12, Dl 


sne 


U0b2|Al) 


beq.s 


u0t2 


tst.b 


DO 


bne . s 


U0t2 


St 


o U0eb2(All 



just pressed, set: flag 
indicating button pressed 

do button 2 



The fastest way to do the exclusive or in this case is 
to add 1 to the least significant bit. If that bit is 
a 1, there will be a carry into the next position, If 
so, and the next position is a zero, the result will be 
a one. If the next position is a one, the result is a 
zero. Obscure, but fast. Note that this renders all 
other bits useless. He use a byte add here to prevent 
ruining the button 2 and 4 data in the upper byte, 
add.b U,D1 do button 3 



move . b 


UOb3IAll,D0 


btst 


11,01 


sne 


U0b3(Al) 


beq.s 


U0t3 


tst.b 


DO 


bne.s 


U0c3 


St 


o_U0eb3(Al) 


add.w 


♦5100,01 


move.b 


U0b< IAD, DO 


btst 


#9,D1 


sne 


U0b<HAl| 


fceq. s 


U0t4 


tst.b 


DO 


bne.s 


u0t4 


St 


o UOeMfAlj 



do button A 

isa^e sor scheme used] 



btst 


#1,0 flags+3(Al) 


see if unit 1 open 


beq 


restart 




move . w 


potldat (AO) , DO 


save pot data 


nove . w 


D0,D1 




asl.w 


#8, DO 




move.w 


EO,0 UlX(Al) 




and.w 


#5FFQ0,D1 




move.w 


D1,D UlY(Al) 





move.w joyldat {AC) ,D1 



get joystick button 
positions 



move . b 
btst 
sne 
beq.s 
tst.b 
bne.s 
st 
ultl 

move.b 
best 



o_Ulbl(All,DO 

t9,Dl 

o_Ulbl (Al) 

ultl 

DO 

ultl 

o_Ulebl<Al) 

s_Ulb2(Al) ,D0 
tl.Dl 



do button 2 



* We rely on the data area being pointed to by A! upon 

* entry, which the exec does for us. 


sne 
beq.s 


o Ulb2(Al) 
ult2 






" He can consider DO, Dl, AO 


Al, A4, AS and A6 scratch 


tst.b 
bne.s 


DO 
ult2 






vbserver: 






st 
ult2 


o_Uleb2iAl) 






nove - 1 


#regbase,AO 


AO points to hardware base 


add , b 
move . b 
btst 


ll/Dl 

o Ulb4(Al),D0 
#1,D1 


do button 4 




btst 
beq 


#Q,o_flags+3(Al) 

ul 


see if unit open 

(btst works on bytes) 
branch if not 


sne 
beq . s 
tsteb 
bne.s 


D_Ulb4 (Al) 

ult4 

DO 

Ult4 






move . w 


potCdat <A0) ,D0 


save pot data 


st 
ult4 


0_Uleb4(Al) 






move.w 


D0,D1 




add.w 


#5100, Dl 


do button 3 




asl.v 

move.w 

and.w 

move.w 


#8, DO 

D0,c UCX{A1) 
#$FF0C,D1 
Dl,c_U0i (All 




move.b 
btst 
sne 
beq.s 


Q_U1E3(A1},DD 
#9,D1 

0_Ulb3(Al) 
ult3 






move.w 

# 


joyOdat (A0),D1 


get joystick button 
positions 


tst.b 
bne . s 
st 


DO 

ult3 

o_Uleb3<Al) 






move.b 

ft 

btst 
sne 

beq.s 

tst.b 
bne, s 


o_O0bl (Al I , DO 

#9,D1 
o_UQbl{Al, 

uOtl 

DO 

uOtl 


do button 1 

save previous state 
test to see if pressed 
set or clear data element 

baaed on position 
if not pressed we are done 
was it pressed before? 
yes, branch 


Ult3 

restart 
niove . 1 
nove . 1 
move . 1 
jsr 

move, 1 
rts 

end 


41, DO 

D0,D1 

o Potbase (Al) , AS 

Writc?otgo{A6) 

#0,D0 


Call WritePotgo 










* End: VBRtn, a 
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Planned Programming 



by Stephen Kemp 

Good programs usually begin with a plan. Even simple 
utilities or programming examples deserve forethought. Some- 
times taking a few minutes to jot down the objective(s) of a 
program can spell the difference between the program perform- 
ing as required, or missing by a mile. Case in point: I recently 
talked with a programmer friend who told me about a utility 
program he had just finished. White programming, he added a 
few extra options he didn't consider at the beginning. It just 
seemed like the thing to do. After all, he was writing the 
program for himself. The program worked perfecdy. However, 
it didn't perform the task he first intended to handle. Unknow- 
ingly, he compromised his objective, and had to write another 
program to achieve the desired goal. 

Believe it or not, this is not all that uncommon. Don't be 
surprised if you find yourself in a similar situation. Sometimes 
even the best plans can miss the mark. Still, a few simple notes 
(mental notes are okay, but written are best) can usually keep 
you on track. Plans help to keep you focused. 

At this juncture I have to admit that I am not usually a 
"full project planner" using flow charts, report diagrams, and 
design specs. Likewise, I am not trying to convince you to be or 
not be this thorough. If you are like me, you would rather 
spend your time programming, not planning. However, I do 
recommend that everyone at least write down program goals 
before beginning. You'll be surprised how much even the 
simplest plans can help. 

When designing a program from scratch, many things 
have to be considered. What will the program do? Who is going 
to use it? How often? After you have been writing programs for 
a while, questions like these will always be the first ones asked 
(especially when you write commercial software). Most design- 
ers will tell you to start planning by first establishing what the 
program is to accomplish, Next, design the interface (what the 
users will see). Finally, set forth the detailed specifications for 
the program. These are just the general steps used to design 
programs. But another step needs to be considered — establish- 
ing what the program does not have to do. You must set 
limitations. 

Yes, I said limitations . Believe it or not, setting program 
limitations is probably the hardest thing about planning a 
program (even simple ones). This may sound odd, but it is true. 



This step should actually overlay the entire design phase. 
WithouL setting limitations, you may become bogged down in 
areas that ultimately mean Hide, if anything, to the actual goal (a 
la my friend's story). 

If you work as a programmer for someone, it can be 
crucial to have diem explicidy state the limitations and expecta- 
tions. Why? Because as a programmer, you will be judged by 
how you use die allocated time to achieve the objectives, My 
boss would like programs that can do everything any user 
would ever want them to do, and that don't make mistakes 
even if a 3-year-old is at the keyboard. After my boss explains 
the objecttives of such a task, the program would take 10 years 
to write. By then it would be obsolete, so my boss usually 
decides which areas he wants me to spend my time on, and 
which to forget. 

Even if you work for yourself, you will have to set 
limitations. Planning can help you do this, If you do not like die 
term "limitations", think of it as stating exactly what the program 
will support. Before including anything that is not on the list, 
stop and carefully consider whether it is warranted. 

I do not want to give you the impression that programs 
should only work a certain way and only for certain people. 
Error handling and diings of this nature have to be planned for 
too. Here, though, I want to focus attention on the specific 
"functions" that a program, executed in the proper fashion, is or 
is not expected to perform. 

At this point, you may be thinking I am crazy, but let's 
look at a simple example and see what can happen. First we 
need a simple objective. Suppose my boss walks in and hands 
me diis note: 

"I need to be able to search my source file to see if I have 
specified any "include" statements by searching for the word 
^include ." 

Writing a program to achieve diis objective is fairly simple, 
especially if you know the specific file and the string for which 
to search. In fact, here is the program. 
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/* This program will search the named program for Che 

occurrence */ 

/" of the wcrd einclude. If it is found it will say yes, 

otherwise"/ 

(* it will not print anything */ 

(include "stdio.h" 

main ( ) 
\ 

FILE *fopen(), "fp; 

char buf fer[100] ; 

char «cp; 

if ((fp - f open ( "LOOK. C", "r") ) != NULL! ( 
/" open the file in question-/ 
while ( !feof<fp> )( 
/" while not at the end */ 

if (f read (buffer, sizeof (buf fer) , 1, fp) »» 0) 
/* read a line */ 
break ; 
for ( cp = buffer; *cp != '\0' ; cp+» M 
/" search the line"/ 

if (strncmp(cp,"#include",strlen("#include") ) -= 

01 ( 

printf ("¥es\n") ; 
/* found the word */ 

goto done; 
/* get out early */ 



} 



> 



) 



done: 

/* early out label */ 

fclose (fp) ; 
/* close opened file * 

} 

exit (0) ,- 
/* program exits */ 
) 



But wait a minute! Is this really what he wanted? By doing 
a little planning, we might develop a useful utility. In fact, he 
might expect one! If you received this criteria from a manager, it 
will he important to know the real objective. To demonstrate 
how important a few planning notes can be, let me list several 
tilings mat this program may Cor may not) be expected to 
support. While reading through die list you will undoubtedly 
think of a few items I did not include. If so, men you are 
beginning to understand how important planning can be. 

• Should it support several named files in one search? 

• Does it need to support "wildcard" file names? 

• How do we indicate the file that is currently being 
searched? 

• Will file names be entered via command line or 
prompted by the program? 

• Should it be able to search "binary" files? 

• Will the search criteria be a single "word" or a string? 

• Should it handle multiple search criteria? 

• Will this be entered via command line or prompted by 
the program? 

• Should we be able to search for binary data? 

• How about wildcard searches? (i.e., anything starting with 
"cod"). 

• Is searching subdirectories or the entire disk required? 

• Do we support searching by case and/or case insensitive? 

• How do we report if the search item is found or not? 



• Is printing the line to the screen sufficient? The printer? 

• Should the line number be included? The column 
number? 

• Do we pause when the search criteria is found? 

• Should it pause after filling the screen? 

• How about supporting a "replace" feature? 

• Should the program have "internal 1 ' instructions if used 
incorrectly? 

• Find all occurrences of the search criteria or stop after 1? 

I have just scratched the surface, but I think most of you 
have grasped the point by now. Every program you start has the 
potential to be eidier the program to end all programs, or just a 
piece of junk. Now although most of die items I have listed here 
might sound great, you still have to weigh dieir value against 
the task (and time) at hand. In my case I would have to take 
this back to the manager to establish just what he expects, This 
planning step not only determines what the program will do, 
but it should help me approximate how long it will take to write 
the desired code. 

Look to the Future 

Here's another point that I have not yet made. A simple 
list like this can also make adding enhancements to your 
program easier. Even though we'll probably eliminate items 
from the list, this does not prevent us from including them in 
the future. 

Most programs evolve, especially utility programs. They 
usually start out performing one or two simple tasks, and later 
are enhanced to handle more and more features. This is an 
important point to remember because sooner or later you, or 
someone after you, will have to make those modifications. With 
a little forethought, the future can be made easier without 
having to spend time on those features now. 

Now that you have read through the list of potential 
functions, look back at the program I wrote. Kind of embarrass- 
ing, isn't it? But remember, it could have been just as embarrass- 
ing if I had tried to include every feature in the list only to 
discover diat my boss expected me to be finished by noon and 
did not care about half the items. 

Be Prepared: Plan 

So plan. Plan what your programs will and will not do. If 
someone else lays a request on your tabic, get them to agree on 
the terms. Not having a planning session will not doom your 
next program to failure, but including one should help prevent 
such an event. It can be as important to plan programs diat are 
strictly for you as it is to plan for diose at work. 

Yea, I know, diis month's column did not have that much 
to do with C programming in particular. I included this message 
because in upcoming mondis I plan to discuss and help you 
code your own utility programs. By the way, if you have 
questions or suggestions about C programming that you would 
like to see in print, drop me a line. You should be able to reach 
me either through Amazing Computing or on People Link 
(SKEMP), I cannot make any guarantees, but I am interested in 
what people are doing with their C programs. 



Remember you can learn a lot by experimenting, 
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Amiga Graphics How-to 



Fractals Part II 



Drawing with Coordinate (Systems 

Working with coordinate systems — the basics of computer graphics 



by Paul Castonguay 

To draw anything on your computer screen, you muse 
somehow tell the computer were to draw each dot or pixel in 
your picture. I have met users who know all the graphics 
commands available in AmigaBASIC, but complain that they 
cannot draw impressive patterns or shapes on their Amiga. 
Complex graphic shapes are often based on algebraic equations. 
To draw them you must learn how to translate these equations 
into specific AmigaBASIC commands. This article will start you 
off in the right direction by discussing the issue which is most 
fundamental to that process: the coordinate system. 

The following definition is simplified in that it is given in 
everyday language. However it is just as correct as any of the 
more formal, academic definitions you may see in mathematics 
books. 

Definitions 

A coordinate system is a set of rules that everyone agrees 
to follow when describing the position of any point on a 
drawing surface, like a piece of paper or a computer screen. 

Consider that position information is needed by every 
graphic command, whether it be to draw a simple point or a 
complex polygon. Hence the subject of coordinate systems is of 
great importance. 
The computer screen 

Your Amiga's screen is divided up into 128,000 little dots 
or picture elements, called pixels. They are arranged in rows 
which run across your screen horizontally from left to right. 
Each row contains 640 pixels. There are 200 such rows, evenly 
spaced from top to bottom. The position of any pixel on the 



Below: 

AC's Technical Editor Mike Morrison with Mr. andMrs, Fractal: 
Paul and Diane Castonguay 




screen can be specified, or addressed, by knowing two tilings. 
First, we must know how far along a row, horizontally from left 
to right, the pixel is located. This can be any number from to 
639, representing the 640 possible positions that a pixel can 
occupy along a row. Second, we must know in which row, 
vertically from top to bottom, the pixel is located. This can be 
any number from to 199, representing the 200 possible rows 
that a pixel can be in. The AmigaBASIC command: 

PSET (100,35) 

lights up the pixel which is 101 pixel positions from the left 
edge of the screen and 36 rows from the top. Remember, they 
are numbered starting with zero. The first pixel's number is 0, 

the second is 1, the third is 2 the one hundred and first is 

100. Dumb huh? 

The pixel (0,0) is at the very top lefthand comer of the 
screen. This pixel is special. It is called the ZERO REFERENCE 
and is the pixel from which the positions of all other pixels are 
measured. The pixel (639,199) is at the very bottom righthand 
corner of the screen. It is the pixel with the highest coordinates. 
You cannot draw a higher point. If you tell your Amiga to PSET 
(852,364), nothing will happen. You are mistakenly trying to 
draw outside the screen, out of range. Incidentally, here lies an 
advantage of AmigaBASIC over a language like C. If you try to 
draw to the point (852,364) in C, your Amiga wiil crash! 
Interactive languages like BASIC are always easier to use than 
development languages like C. 

If the horizontal coordinate of one point is higher than 
that of a second, then the first point must be located to the right 
of the second. That is a direct result of measuring horizontal 
coordinates from left to right. You should have no trouble 
accepting that point (356,62) is located to the right of point 
(205,62). Since vertical coordinates are measured from top to 
bottom, the point (315,25) is located above point (315,35). 

Amiga coordinates 

The above system for describing the position of any pixel 
on the Amiga's screen is a coordinate system. It consists of a 
few simple rules which we can use to describe the position of 
any pixel on the Amiga's screen. In this article I will call this 
system "Amiga coordinates". In AmigaBASIC, all graphic 
commands expect to be given position information according to 
the above rules of Amiga coordinates. 

In reality, the above coordinate system is only one of four 
available on the Amiga, each offering a different number of 
pixels horizontally, or vertically, across the screen. But let's 
forget about that for now and work only with the 640 x 200 
pixel screen. 
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Circle U2 on Readei Service card. 



ANNOUNCING!! 

THE SERIAL SOLUTION 

a dual-port internal serial card for the Amiga 2000 

• die airly serial board wiih an Amiga-compatible 2? pin serial port 

■ the 25-pin port supplies +-12 volts for specialized Amiga peripherals 

■ (he .second port is a 9-pin AT-compatible serial port 

• supports a variety of devices including: 

printers. 

modems. 

MID! interfaces, 

sound samplers. 

drawing pads. 

VCR controllers. 

and other serial devices 

■ works with most existing software (requires small patch) 

• compatible with SF.R: and "serial. device" 

• Full 120-day manufacture's limited warranty 




CHECKPOINT 

TECHNOLOGIES 

P.O. Box 2035 • Manassas. Virginia 221 1 • 703-330-5353 
Distributor inquiries Welcome 

Amiga i> a trademark of Commodore Amiga, tnc. AT is a Iradcnurk of IBM. 
THE SERIAL SOLimON is a iradcmar* of Chcckpoini Technologies, 



Turbo Charge Your Amiga! 



We have : 



68010s 




'■ 


68020s 


68030s 

68881s 








68882s 



The Best Price Anywhere 



call Today 



Soft Designs, Inc. 



3 94 Trapallo Read 

Balnont, UA. 02178 

flio.i. (617) 1S9-405G 

fax (6l7;iSS-5230 

UuiBsor Koura 
10-6 H-r 
10-5 Sat 



^VMIG^ 



Aithorized Dealer 



Authorized Commodore Amiga and Commodore Service Center 
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There are three Important points that must be made about 
the Amiga screen coordinate system: 

1. The number of pixels on your screen is not decided by 
you. It has been fixed by the electronic circuits of your com- 
puter. 

2. The numbering system used to address each individual 
pixel is also not decided by you. That was decided by the 
designers of the Amiga. 

3. The Amiga screen coordinate system is something diat 
is known to you and your Amiga, but it is a system completely 
unknown to the world of mathematics. 

The ivorld of mathematics 

Long before there were computers or Aniigas, madiemati- 
cians needed visual representations of madiematical equations. 
So the scholars of the day invented a coordinate system which 
everyone could use. Naturally, they made dieir graphical 
representations on paper. They called their coordinate system 
the Cartesian Coordinate System, in honor of the mathematician 
Rene Descartes. 

Cartesian coordinates 

Here are some rules we must agree to follow if we want 
to use the system: 

Imagine your drawing surface, whether paper or computer 
screen, is divided into an arbitrary number of units, arranged 
horizontally and vertically. You are free to choose their number. 
For instance, you could decide to use 1000 units horizontally 
and 500 units vertically. Choosing the number of horizontal and 
vertical units is called scaling your drawing surface. Scaling 
allows you to size your picture so it fits on your drawing 
surface. Amiga coordinates do not allow for scaling. 

Coordinates are measured horizontally from left to right. If 
one point has a greater horizontal coordinate than a second, 
then the first point must be located to die right of the second. 
Point (150,35) is located to the right of point (105,35). That is 
the same as Amiga coordinates. 

Coordinates are measured vertically from bottom to top. 
This is opposite to Amiga coordinates. In Cartesian coordinates, 




if one point has a greater vertical coordinate than a second, 
then the first point must be located above the second. 

The position of a point on the drawing surface is given by 
a number pair (x,y) called a coordinate pair, where x represents 
the point's horizontal position and y represents the point's 
vertical position. We use letters here as algebraic variables. 
Although it is popular to use the letter x for the horizontal 
coordinate and y for the vertical coordinate, you can use any 
letters you please. In my example programs, I use the letters i 
and j. The numeric value of diese variables can be anything you 
like. In Amiga coordinates, the position of a pixel is also given 
by a numbered pair, but its range is restricted to 640 horizontal 
units and 200 vertical units, 

The horizontal distance between any two points is equal 
to die horizontal coordinate of the point on the right minus the 
horizontal coordinate of the point on die left. The vertical 
distance between any two points equals the vertical coordinate 
of the upper point minus die vertical coordinate of the lower 
point. 

The position of the reference point is arbitrary. This is 
different from Amiga coordinates. By placing the reference point 
at different locations on your drawing surface, you can draw 
points using numbers which are considered out of range in 
Amiga coordinates. Let's suppose you want to draw the point 
P(-50,35). In Amiga coordinates you cannot do that. The Amiga 
will not draw at points represented by negative numbers. Such 
points are considered out of range. In Cartesian coordinates you 
can. Just put the reference point somewhere near the righthand 
edge of the drawing surface. Then, all points located to the left 
of the reference have horizontal coordinates which are numeri- 
cally less dian zero — negative! 

Stop/or breath 

You can see that there are many similarities between 
Amiga coordinates and Cartesian coordinates. The basic concept 
is the same. The positions of tilings are specified by coordi- 
nates. But there are differences, and right now the most 
important is the fact diat in Cartesian coordinates you may 
choose both the location of the reference point and die number 
of units across the drawing surface — in other words, the scale. 

The cold truth 

If you want to draw fancy graphic patterns from mathe- 
matical equations in AmigaBASIC, one of the first tilings you 
will need to learn is how to convert from die Cartesian coordi- 
nate system, in which mathematics is described, to the Amiga 
coordinate system, in which all the graphic commands are 
written. 

Converting coordinate systems 

Suppose I give you an algebraic equation and tell you it 
has some real interesting properties over a certain range of 
horizontal and vertical coordinates. Let's use die equation solved 
by the example program you entered in Fractals Part I (AC vol. 
4.3), Can you set up the Amiga to display this equation over any 
range of coordinates I ask you to? 

OK, I want you to draw on your Amiga die example from 
Pan I over a horizontal range of -2.4 to +0.8 and a vertical range 
of -1.2 to +1.2. 

A wiseman once told me, "If you are looking for a 
solution, make sure you understand the problem." What am I 

(continued) 
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really asking to be done here? I want to draw a picture in which 
the left edge of the screen has a coordinate of X = -2.4, the right 
edge X - 0.8, the top edge Y = 1.2, and finally, the bottom edge 
Y = -1.2. Also, and this is most important, 1 want to be able to 
draw all points in between at their proper pixel locations. For 
example, the point P(-1.6,0) has an X coordinate exactly one 
quarter of the way between -2.4 and 0.8. If my graphical 
representation of the equation is done correctly, the horizontal 
pixel number of that point should be 159. Pixel position 159 is 
the l60th pixel from the left edge of the screen, one quarter of 
the total 640 pixels from left edge to right edge. Similarly, all 
other coordinates of points in your picture, both X's and Y's, 
must also be translated to their proper pixel position. 

Figuring it out 

Let's declare some variables for the edges of the screen. It 
will make the problem easier to think about. 

xmin = -2.4 
xmax - . S 
ymin =-1.2 
y.T.ax = 1.2 

Variables help because they have such descriptive names. 
They also make the solution more general, which means that 
the solution we find to this programming problem today will be 
usable to solve similar problems in other programs tomorrow. 

Horizontal coordinates 

Remember, the horizontal distance between any two 
points is the horizontal coordinate of the point on the right 
minus the horizontal coordinate of the point on the left. 
Therefore, the distance between the left and right edges of the 
screen is: 
Screen.Width = xmax - xmin 

We know that Amiga coordinates allow only 640 horizon- 
tal pixels. Let's calculate the width of one pixel in Cartesian 
coordinates. Since there are 639 spaces between 640 pixels, I 
figure that the width of a single pixel is the screen width 
divided by 639. 

dx - Screen. Widch/639 
■ (xmax - xninl/639 

Incidently, the notation dx is used often in math books to mean 
"a small change in x". 

Now suppose we let X be any value between xmin and 



xmax. The distance between any X and the left edge of the 
screen is the horizontal coordinate of X minus the coordinate of 
the left edge of the screen, xmin. 

Dist.X = X - xmin 

We can express that distance in pixels simply by dividing it by 
dx, the width of one pixel. 

PLxel.X = Dist.X / dx 

= INT((X - xmin)/dx) 

Say it in words. The Pixel number for any X is the 
distance between X and the left edge of the screen divided by 
the width of a pixel. We use BASIC'S INTO function because 
pixels have no fractional or decimal parts, Think about it, you 
cannot have half a pixel. The INTO function causes the frac- 
tional part of the calculation to be dropped. 

I have been using informative variable names to hold 
intermediate values because I want to show you the thought 
process necessary to figure this out. I hope you have found it 
helpful. 

There is now one sticky little item which is difficult to 
explain and which can cause a lot of frustration if not handled 
properly. 

Think about the term dx. It is the width of one pixel 
expressed in Cartesian coordinates. In my example, it is equal to 
about .005. As a result, Cartesian numbers which are very close 
together will be converted to the same pixel number. Listed 
below are the horizontal pixel numbers returned by the 
equation PLxel.X = INT((X - xmin)/dx) for points near the right 
edge of the screen. 



CARTESIAN COORDINATE 


AMIGA PIXEL NUMBER 


.790 


637 


.791 


637 


.792 


637 


.793 


637 


.794 


637 


.795 


638 


.796 


638 


.797 


638 


.798 


638 


.799 


638 


.800 


639 




Left 

The Man dlebrol set 
expanded 

Right 

The Mandlebrot set 
and "island mole- 
cules" 
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This formula produced the following results: 

AMIGA PIXEL NUMBER 



CARTESIAN COORDINATE 


AM 


.790 


637 


.791 


637 


.792 


637 


.793 


63B 


.794 


638 


.795 


638 


.796 


638 


,797 


638 


.798 


639 


.799 


639 


.800 


633 



The coordinate .800 is now properly centered in the range of 
pixel 639. 

Vertical coordinates 

The height of the screen is: 

Screen. Height ■ ymax - ymin 

The height of one pixel is: 

Pixel. Height = Screen. Height / 199 
= (ymax - ymin) /1 99 

Now, suppose we let Y be any value between ymin and ymax. 
The distance between any Y and the bottom edge of the screen 

is: 

Dist.Y = Y - ymin 

(Remember, Cartesian measures from bottom.) 

The number of pixels between Y and the bottom of the screen 
are: 

Pixel. From. Bottom = Dist.Y / Pixel. Height 

= INT( (Y - ymin) /dy) 

Again, a small adjustment or shift of dy/2 is needed. 

Pixel. From. Bottom = INT(((i - ymin) + dy/2)/dy) 

But Amiga coordinates require that pixels be measured from the 
top of the screen, not the bottom. Easy! We calculate: 

Pixel. From .Top = 199 - Pixels. From. Bottom 

= 199 - INT{((Y - ymin) + dy/2) /dy) 
Pixel. Y = 193 - INTUIY - ymin) + dy/2) /dy) 

Another breather 

We now have a way to convert from Cartesian coordi- 
nates, in which mathematical equations are graphically repre- 
sented, to Amiga coordinates, in which graphic commands are 
written. OK, suppose you want to use a graphic command, like 
PSET. Let's plot die point P(-1.6,0). Here's how you could do it: 

xmin = -2,4 
xmax = 0,8 
ymin = -1,2 
ymax = 1.2 

dx = (xmax - xmin)/639 
dy = (ymax - ymin)/ 199 

X = -1.6 



Now For The Amiga! 
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Y = 

Pixel.X = INT(((X - xmin) + dx/2)/dx) 
Pixel. Y = 199- INTCCCY - ymin) + dy/2)/dy) 
PSET (Pixel.X, Pixel.Y) 



Whew! 



A better way 

The above method works, but it has the disadvantage that 
every time you want to use the PSET command, you have to 
retype the two lines containing the conversion calculations. 
BASIC has a better way. We will use AmigaBASIC's DEF FNO 
command and create what is called a user-defined function. 

Small revietv 

A function calculates somediing and returns the answer to 
you. AmigaBASIC has lots of functions. An example is the 
square root, SQRO. Five multiplied by five equals twenty-five, or 
equivalently five is die square root of twenty-five. You use the 
function by putting a number in the parenthesis, like this: 

Y = SQR(25) 

The number, 25, is called the argument of the function. 
The function returns the numerical answer. In this case I stored 
it in die variable Y. You do not have to store the answer, you 
can just send it to die screen: 
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PRINT SQR(25) 

Or, you can use in in a calculation: 

PRINT 6* (SQR(25)-2) 

Most important to us right now is the fact that a function can be 
used in the PSET command: 

PSET(SQR<49) ,SQR(36) ) 

The above will plot a point on die screen at pixel position (7,6). 

Now wouldn't it be nice if there was a function in the 
AmigaBASIC language which would convert the positions of 
points expressed in Canesian coordinates to Amiga coordinates. 
If there was, we would not have to write out die calculation 
lines every time we wanted to plot a point. Well, it doesn't exist. 
But — you guessed it — we can make such a function. 

Making a/unction 

The DEF FNO command is used to create your own 
special function which, for some silly reason, does not already 
exist in the AmigaBASIC language. You will be able to use your 
function just like any other function in AmigaBASIC. 

Let's first practice with a simple function. Why not make a 
function which is die opposite of the SQRO function mentioned 
earlier. Let's make a SQUAREO function. Here's how it is done: 



DEF FNSquare (x) - X*X 

First, the DEF FN part tells your Amiga you are defining a 
function. It needs to be told these things. Square is the name of 
the function. Note that you are not allowed to leave a blank 
space between FN and the name Square. (I hate these rules but 
I must follow them.) The name Square can be either upper or 
lowercase letters. Next comes the argument, (x). It is used to 
pass a number to your function for calculation. It tells your 
Amiga where to substitute that number in the calculation part of 
the function definition, the algebraic expression dial you want 
performed. In diis case, it's easy. Simply square the number, 
multiply it by itself, and that's it. 

Now, let's use it. Write the following short program: 

DEF FNSquare (x) - x*x 

Y - FNSquare (25) 

PRINT "25 squared is";Y 

PRINT "Here are some others" 

FOR 1=1 TO 10 

PRINT If" squared is",- FNSquare (I) 
NEXT I 

Notice diat the line containing the function definition had 
to come first in your program. Otherwise, your Amiga would 
not have known what FNSquare(25) meant. Dumb, huh? 

You can even use this function in the PSET command: 

PSET( FNSquare(5) , FNSquare (6) ) 

This will plot a point at location (25,36) in Amiga coordinates. 

I'm not through yet. The x in the parenthesis of die DEF 
FNO command is called a dummy variable. That means you can 
use the letter x for a variable in other parts of your program and 
your Amiga will not get confused. If you say: 



PRINT FNSquare (7) 

The Amiga will print 49, not 36- The Amiga squares only the 
number which is passed to it. Even the name Square is available 
for use as a variable in your program. You can say: 

Square - 9 
PRINT FNSquare (81 

and there is no confusion. The Amiga prints 64. You can even 
say: 

Square = 11 

PRINT FNSquare (Square) 

and the correct answer, 121, is printed. 

Cartesian-tO'Amigafunction 

Now let's define some real functions. 

DEF FNX(x) = INT(((X - y.-.Lr.) - dx/2)/dx) 

DEF FNyfy] = 199 - INT([(Y - ymin) + dy/2) /dyl 

These two functions are used to convert from Cartesian 
coordinates to Amiga coordinates. You can use the Cartesian 
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DEF FNX(X) = INT(((X - xnini + dx/2),'dx) 

DEF FNy(y) - 199 - INT ( ( (X - ymin) + dy/2)/dy) 

These two functions are used to convert from Cartesian 
coordinates to Amiga coordinates. You can use the Cartesian 
coordinates of the point you want to draw. Simply place those 
coordinates within the parenthesis of the FNxO and FNyO 
functions, and then place those functions within the parenthesis 
of the PSETO command like this: 

PSET( FNx (X) , FNy (Y) ) 

The values of X and Y are convened from Cartesian to Amiga 
coordinates, and then are passed on to the PSETO graphic 
command. It all happens automatically. 

Always remember that before you use these functions in 
the PSETO command you must properly write out the function 
definitions as the first lines of your program. You must also 
properly initialize all variables used inside those functions 
before calling die functions: 



DEF FNx(x) = INT(((X - xain) 


+ dx/2)/dx) 


DEF FNy(y) - 199 - XNT(((X - 


ymin) + dy/2) /dy) 


xmln = -2.1 




xmax - . B 




ymin ■ -1.2 




ymax = 1.2 




dx = (xmax - xmin)/639 




dy = (ymax - ymin)/199 




i 1.6 




j - 




PSETfFNx (i) , FMy ( j) ) 





Notice that your Amiga would not get confused if there 
were a variable in your program called x. In fact, in the 
example program of mis article, I use the variables x and y for 
equation calculations and the variables i and j for drawing 
points on the screen. The Amiga knows the difference between 
the x of a variable in your program, the x in your function 
definition statement, and the x which is the name of the 
function. 

A nother complication 

I have one more ugly bit of news for you. Remember how 
I told you that the Amiga screen had 640 pixels horizontally and 
200 rows vertically. Well that was true, but... 

When you run a program in AmigaBASIC, the system 
opens an output window for you. That was one of the high- 
level advantages of AmigaBASIC that we discussed in Part I. 
You do not have to do anything special to get this window; it 
happens automatically, making your job as a programmer much 
easier. Well, along with this output window you get some 
extras. 

First, you get a window-sizing gadget, located at the 
bottom righthand corner of the screen. It is used to shrink the 
output window while the program is running, thus exposing die 
Workbench to run other programs and allowing for multi- 
tasking. But the sizing gadget takes up room on the screen and 
reduces die number of horizontal pixels available to you in 
Amiga coordinates from 640 to 618. 

Second, you get a drag bar, located across the top of your 
screen. The words "Fractal_AmigaBASIC" appeared in it when 
you ran Part I's example. The drag bar is used to move the 
output window around on the Workbench screen, thus expos- 
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ing other windows behind it. However, like the resizing gadget, 
it takes up room and reduces the number of rows available to 
you in Amiga coordinates from 200 to 187. If you didn't know 
diis, your program would still operate. However, all points in 
your picture which have a horizontal coordinate greater than 
617 or a vertical coordinate greater than 186 would get cut off. 
They are considered out of range. 

Now you may say, "'So what if the picture is cut off a bit 
on the right side and die bottom?" Well, if you allow that to 
happen, then the right edge and the bottom edge of your 
drawing no longer represent the Cartesian coordinates you 
wanted them to. In die problem we have been discussing, they 
would be changed from x = 0.8 to x = ,6S982~S56 along die 
right edge, and from y = -1.2 to y = -1.04321608 along the 
bottom. We can compensate for this with a change to our DEF 
FNxO. DEF FNyO, and dx-dy statements: 

DEF FNx(x) - INT(((X - xmin) + dx/2)/dx) 
DEF FNy(y) - 186 - INT(((Y - ymin) + dy/2)/dy) 
dx = (xmax - xmin)/6l7 
dy = (ymax - ymin)/186 

And that's it! These are the actual functions we will use. 

Of course, you may recognize those function definitions 
from my article in AC vol. 4.3 They were mentioned as two 
program lines that were needed in AmigaBASIC, but not needed 
in TRUE BASIC. 

What' You mean dial in TRUE BASIC all this talk about 

(continued) 
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what Cartesian coordinates are and how to scale a drawing 
surface. But you can forget about the two DEF FN'O function 
definition lines. They are not needed. More importantiy, the 
effort needed to program them is saved. 

TRUE BASIC 

This is how to scale a screen in TRUE BASIC for the above 
problem: 

window -2.4, 0.8, -1.2, 1.2 

TRUE BASIC now regards the left edge of the screen as: 



the right edge as: 

x = 0.8 

the bottom edge as: 

y - -1.2 

and the top edge as: 

y = 1.2 

You will notice from the example listing that I still use the 
descriptive variable names for die screen edges. That's good 
practice. 



-2.4 



0.8 



xmin 

xmax 

ymin = -1.2 

ymax =1,2 

set window xmin. 



xmax, ymin, ymax 



If at a later time you want to modify the coordinates over 
which a program operates, you will not have to worry about 
getting mixed up over which numbers of the set window 
command represent horizontal coordinates and which numbers 
represent vertical coordinates. Their descriptive names tell it all. 

I had better announce TRUE BASIC'S command, which 
does die same thing as AmigaBASlC's PSETO. It's called plot 
points, and here is how it is used: 

plot points: x, y 

In the above problem, to draw the point P(-1.6,0) you could 
send die coordinates -1 .6 and directly to the graphics com- 
mand. 

plot points: -1.6, 

Or, you could use variables: 

let x = -1.6 

let y = 

plot points: x, y 

Another advantage 

Remember how in AmigaBASIC I had to make that final 
adjustment to the DEF FNO statements, changing the number of 
pixels from 639 to 617, and from 199 to 186. Well, in TRUE 
BASIC you can forget about that. TRUE BASIC always guaran- 
tees that the edges of die visible drawing area have die coordi- 
nates you asked for in the set window command. Even if you 
want to use a window with gadgets and drag bars, you do not 
have to make minor modifications to your program like you do 
in AmigaBASIC. Now that's what a graphic-oriented language 
should do! 

World Coordinates 

A computer language that has the ability to refer to 
positions on the screen directly in Cartesian coordinates, radier 
than in pixel numbers, is said to possess "World Coordinates". It 
is a very desirable characteristic. It allows you to refer to 
positions on die screen using numbers which are meaningful to 
die problem you are trying to solve (the real world) rather than 
numbers which are meaningful only to the inside circuitry of 
your computer. Even though AmigaBASIC does not have World 
Coordinates, we can create the same effect by defining our own 
"User-Defined Functions". Aren't computers great?! 

Fractals 

In 1980, Benoit Mandelbrot identified a set of numbers 
which had certain properties. This month's example is a 
program which solves for that set. 

The Mandelbrot Set 

The famous Mandelbrot Set is the set of all numbers which 
are coordinates to the black part of Figure 1 . That's not a very 
scientific definition. In fact, it's not exactly complete. But it will 
serve as a starting point from which, in future articles, we will 
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gain a complete understanding of what this set really means. It 
looks like a map of a land mass surrounded by blue ocean and 
white surf, or maybe your imagination prefers white sandy 
beaches. Anyway, it's the black land mass that is important to us 
today. 

Fractal properties 

This Mandelbrot Set possesses a very intriguing property 
common to ail fractals: the property of infinite detail. Certainly 
you must have noticed the numerous occurrences of little 
circular land masses jutting out around the edge, or coasdine, of 
the Mandelbrot Set. Maybe you view them as Utile peninsulas. 
Suppose you had a very high-quality photograph of the 
Mandelbrot Set and a microscope. If you looked closely under 
the microscope at the edge of the Mandelbrot Set, you would 
see more occurrences of the lirtle black circles, ones too small 
to see with the naked eye. Now, go get a more powerful 
microscope and look again. Again you see more little circles 
that you could not see before. Are you beginning to understand? 
The big surprise about this coastline is that, theoretically, you 
could keep looking more and more closely, each time with an 
ever more powerful microscope, and you would never reach 
the end. Each time you would see new details that were not 
visible before. 

Another property of fractals which can be seen in this 
month's example is that of recurring similarity. As you magnify 
the set, the new detail diat appears always looks similar to the 
older larger detail, but not exacdy equal to it. like many of the 
things you encounter in nature — leaves, snowflakes or faces in a 
crowd — they are similar and yet they each have their own 
distinct characteristics. The most impressive demonstration of 
diis is in the occurrence of what has been called island mole- 
cules. In the white border that surrounds your view of the 
Mandelbrot Set, you may have noticed an occasional little black 
speck or dot. I like to think of these as rocks jutting out of the 
white surf along the coast of a country called Mandelbrodand. 
The surprise is that if you magnify these little dots, they show 
great similarity to the larger Mandelbrot Set. They look like little 
Mandelbrot Sets; see Figure 3. 

In practice, no real photograph can show the infinite 
detail of a fractal. Real photographs are made up of picture 
elements called grain, and there is a limit to how much you can 
magnify them under a microscope and still see new detail. 
However, a computer can be used to create die effect of using a 
microscope. With your knowledge of Cartesian coordinates, you 
can modify the example program in this article to do that. You 
know that the Cartesian coordinates for the edges of the screen 
are given in the variables xmax, xmin, ymax, and ymin. That's 
all you have to modify to create the microscope effect. Choose 
coordinates which cover a more narrow range and you will see 
the Mandelbrot Set expanded on your screen. Try the following 
to produce the picture of Figure 2: 

xmin = -1.5, xmax = -0.7, ymin = 0, ymax = .6 
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island molecule is striking, yet close inspection reveals that it is 
indeed a different island molecule. The coordinates of the 
screen edges are; 

xmin - -1.02 
xmax ■ -1.0 
ymin » .305 
ymax = .32 

To obtain the colors of Figure 3, replace the "Select. Color" 
subroutine with: 

Select. Color 

IF k<40 THEN 

COLOR 
ELSEIF k>=40 AND k<60 THEN 

COLOR 1 
ELSEIF >=60 AND k<Crunch THEN 

COLOR 3 
ELSE 

COLOR 2 
ENDIF 



This zooms you in, as if you were looking through a 
microscope. Nodce that you can now see new litde black circles 
around the coastline that were not quite visible before. Also 
litde specks called island molecules are appearing. Figure 3 
shows the output of the AmigaBASIC version of the program 
zooming in on one such molecule. The similarity to last month's 



In future articles we will discuss the selection of colors 
and you will learn the exact meaning of dtese lines, dius 
allowing you to design your own fractals. For now, enter and 
enjoy. 

You can continue to blow up the Mandelbrot Set simply 
by choosing coordinates which cover a more and more narrow 
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In future articles we will discuss the selection of colors 
and you will learn the exact meaning of these lines, thus 
allowing you to design your own fractals. For now, enter and 
enjoy. 

You can continue to blow up the Mandelbrot Set simply 
by choosing coordinates which cover a more and more narrow 
range. Be careful though. This fractal effect is evident only 
along the coastline. If you were to pick coordinates like: 



xmax ■ 


■ 


xmin - 


-0.2 


ymax - 


0.1 


ymin - 


-0.1 



you would see nothing but a black screen. You have zoomed in 
on the land part of the set. Also, be careful not to drown 
yourself in the ocean! 

Why don't you do a little exploring on your own. Figure 1 
shows a picture of the Mandelbrot Set with some coordinates 
labeled around the edges of the drawing. Use these as a guide 
and choose coordinates which correspond to sections of the set 
that you want to see expanded. The effect will be to zoom in 
closer and closer. Why don't you see if there is a practical limit 
beyond which your Amiga cannot zoom in any closer? 

Next article 

In Part III, I will temporarily put aside my presentation of 
fractals and talk about two Amiga-specific issues that we will 
need in our future work: how to call up a screen with 16 
colors, instead of the four we have been using so far, and how 
to save your fractals to disk, thus allowing you to view a fractal 
which has been previously generated. 



Listing One 

AmigaBASIC version 



Declare scaling functions 
DEF FNx(x]-INT( I (x-xmin)+dx/2)/dx> 
DEF FNy (y)-lSS-INT ( ( (y-ymin)+dy/2) /dy) 

Declare screen coordinates 
xmin - -2.4 
xmax " . 8 
ymin =* -1.2 
ymax = 1.2 
dx - (xmax-xmin) /617 
dy = (ymax-ymin) /1§6 

LINE (0,0)-<<Sl"MB6] ,2,bf 

Crunch « 500 
M = 4 

FOR j = ymin TO ymax+dy/2 STEF dy 
FOR 1 - xmin TO xmax+dx/2 STEP dx 

G0SUB Calculate 
OOSUS Select. Color 
?SET (FHx(i>,FNy(j>> 

NEXT i 
NEXT j 

END 



Select .Color: 

IF k<=10 THEN 

COLOR 
ELSEIF k>10 AND I<CrunCh THEN 

COLOR 1 
ELSE 

COLOR 2 
END IF 
RETURN 



Listing Two 

TRUE BASIC version 



let xmin ** -2.4 

let xmax = . 8 

let ymin ■ -1.2 

let ymax = 1.2 

let dx » {xmax-xmin} /639 

let dy = (ymax-ymin) /199 

set window xtnin, xmax, ymin, ymax 

set color 2 

box area xmin, xmax, ymin, ymax 

let Crunch = 500 
let M = 4 

for j=ymln to yiaax+dy/2 step dy 

for i^xmin to xmax+dx/2. step dx 

call Calculate 
call Select_Color 
plot points v i , j 

next i 
next j 

sub Calculate 

let x-Q 
let y-Q 
let k=0 
let xk=*0 
let r=Q 

do while (r<M and k<Crunch) 
let xk = x*x - y*y +i 
let y « 2*x*y + J 
let x = xfc 
let k - k+1 
let r = x'x + y'y 

loop 
end sub 

sub 5elect_Color 

select case 
case 



x 

to 10 

set color 
case 11 to 499 

set color 
case 500 

set color 



end select 



Listing Three 

For a picture of Figure Three in TRUE BASIC, 
use the following range: 



xmin = -1.02 

xmax = -1 

ymin « ,305 

ymax = ,32 



and replace Select Color subroutine with: 



Calculate: 
x ** 
y-0 
k - 
r - 

WHILE r<«M AMD k<Crunch 
xk ■ x*x - y*y + i 
y = 2*x"y * j 
x = xk 

k - k+1 
r ■ x*x + y'y 
WEND 

RETURN 



sub SelectjColor 

select case k 

case t: 39 
set color 
case 40 to 59 

set color 
case 60 to 499 
set color 
case 500 

set color 
end select 
end sub 



•AC* 
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Roomers 



by the Bandito 

[The statements and projections 
presented in "Roomers" are rumors 
in the purest sense. The bits of infor- 
mation are gathered by a third party 
source from whispers inside the 
industry, Atpress time, they remain 
unconfirmed and are printed for 
entertainment value only. Accord- 
ingly, the staff and associates of 
Amazing Computing™ cannot be held 
responsible for the reports made in 
this column.] 

The Bandito's spies are suffering 
from information overload. The conven- 
tional wisdom is that this is the slow time 
of the year, but you wouldn't know it 
from the amount of news being gener- 
ated. 

The Big Story 

Commodore has had a Night of the 
Long Knives in the upper management 
of the U.S. division. The most notable 
casualty is Max Toy, who has "resigned 
to pursue other interests." Max, as you 
may remember, was the President of 
Commodore U.S., and as such had 
responsibility for all U.S. sales, market- 
ing, and operations. "Resigned to pursue 
other interests" is corporate doublespeak 
for "Don't let the door hit you in die butt 
on your way out." Gee, does Commo- 
dore really think anybody believes it's a 
coincidence that they announce Toy's 
"resignation" in the same press release 
mat they announce the appointment of a 
new president? ("Well, gosh, he resigned 
and just as he did diis new guy walked 
in with a great resume so we hired 
him.") Sure! 

Well, the story that has reached the 
Bandito's ears is that Commodore (in the 
form of Irving Gould, the man in charge) 
"broke his Toy", so to speak, because 
Toy just wasn't producing die sales 
Irving expected for the U.S. Toy was 
tossed in favor of Harold D. Copperman, 
a twenty year IBM veteran who just left a 
two-year stint with Apple. Mr. Copper- 
man is now President and Chief Operat- 
ing Officer of Commodore's U.S. 
Operations, a division of Commodore 
Business Machines, Inc. 



Harry (the Bandito likes to speak 
on a personal level) was most recently 
Vice President of Eastern Operations for 
Apple Computer, Inc. His responsibili- 
ties included overseeing sales, marketing, 
support and distribution for Apple's 
Eastern region. He also managed 
Apple's Federal Systems Group. (Ironi- 
cally, one of Copperman's last acts with 
Apple was to introduce John Sculley at 
the New York Mac Business Expo: 
"Heeere's Johnny! And, by the way, I'm 
resigning.") Harry's most recent IBM 
position was National Director of 
Marketing for IBM's Academic Informa- 
tion Systems Business Unit. 

Irving Gould, Chairman, Commo- 
dore International Limited, said, "Our 
overseas operations have experienced 
strong growth in sales and profitability, 
and die hiring of an individual with 
Harry Copperman's experience and track 
record is a key element in our plan for 
building a strong US operation." 

The Bandito reads between the 
lines to decipher that as "U.S. sales 
haven't been good, so we're going to 
give a new man a chance to make it 
better." Dear Harry: The Bandito wishes 
you the best of luck, and hopes that you 
sell all the Amigas you can produce. 
The information you'll find in this 
column may help you to do diat, or at 
least to avoid some mistakes. By the 
way, don't wait too long. Irving only 
gave the last guy two years, so you'd 
better move fast. 

Other Commodore Logoffs 

The story is bigger than just the 
firing/hiring of a president. It seems that 
Max wasn't die only top level official to 
leave Commodore recently. The Bandito 
hears that veteran markecdroid Rich 
Mclntyre and new hotshot Dave Klein 
have also disappeared, though with litde 
fanfare. (A representative from Commo- 
dore Marketing verified that both men 
hadn indeed left — ed.l 

You wouldn't believe the rumors 
swirling around Westchester regarding 
these departures, so the Bandito won't 
trouble you with them. It's all being 
kept quiet, doubdess, because Commo- 



dore hopes to avoid any lawsuits this 
time. (The Bandito still doesn't know 
what happened to the lawsuit filed the 
last time they lost a top executive — 
remember that one?). 

Apparently, from what the Bandito 
can piece together while hiding inside a 
Westchester water cooler, Max and his 
gang were getting tired of trying to push 
the Amiga, and had just about decided to 
concentrate on IBM compatibles. Irving 
wants more Amiga sales, so out with 
Max and his boys. This is probably a 
gross oversimplification, but the true 
story may never be known. 

What will all these management 
changes do to the Amiga? Well, the 
Bandito's predictions of the past few 
months can get put on hold, for now. 
Until the Man of Copper decides which 
way he's going to take Commodore U.S., 
it's anybody's bet as to whether we'll see 
A500's in the mass market chains or an 
Amiga-based videogame box. 

The Bandito's ear will be pressed 
tight to the datastream, though. Remem- 
ber, Harry doesn't control Commodore 
R&D — that's under the direction of Dr. 
Henri Rubin, who reports directly to 
Mehdi Ali, new Commodore International 
head (who reports to Irving, and Irving 
reports to himself, if anybody.) So the 
Amiga 3000 or other hardware projects 
are not under Harry's control. But he 
does get input into how new machines 
are introduced in America. 

Well, how's the company doing 
these days? Pretty well, according to 
their latest financials. Commodore 
International Limited reported income of 
$12.4 million on sales of $210.2 million 
for die third fiscal quarter (ended March 
31,1989). This represents a 38% 
increase in earnings and a 5% increase in 
sales, compared to income of S9.0 
million and sales of $200.3 million in the 
year-ago quarter. 

For the nine months endeding 
March 31, 1989, Commodore reported 
income of $60.2 million on sales of 
$759.4 million. This compares to income 
of $36.0 million on sales of $655.9 
million last year. So they're doing about 
a billion dollars a vear. which is not 
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chicken feed. Commodore's figures took 
good, but appear small in the big 
picture. Apple's cranking along at about 
$4 billion a year, and IBM is cruising 
along in hyper-drive at around $60 
billion. Commodore's total sales are less 
than IBM's R&D budget. 

Even with all of the management 
changes, Commodore's stock is still 
hovering just beneath die $20 mark these 
days, which is higher ±an it's been in 
about 5 years. Apparently the investors 
think that these are good moves. 
Whether the rest of the world thinks so 
won't be known for some months. It's 
all up to Harry, at this point. Your 
move, new guy! 

The Other Big Story 

WordPerfect has abandoned future 
support for die Amiga market. They have 
cancelled PianPerfect for die Amiga and 
put a on hold any plans for a major 
revision to WordPerfect. However, they 
will continue to fix bugs in die current 
version of WordPerfect. 

Why did they give up on die 
Amiga? In a nutshell, sales slowed down 
too much to jusdfy the cost of develop- 
ing a new Amiga version, and the market 
looked too weak to introduce PianPer- 
fect. They needed to do too much work 
to be competitive (adding WYSIWYG 
display, pasting in graphics, etc.). 
WordPerfect had hoped the German 
market would generate enough money to 
pay for the projects, but unfortunately it's 
not selling in Germany. Although Amiga 
sales are strong; the 500 is claiming most 



of the sales, and WordPerfect doesn't 
run well at all on the 500. 

This is bad news for the Amiga. 
Unless Commodore can get its act 
together and sell more Amigas, the big 
software developers are going to stay 
away. Having an installed base of 1 
million machines is all well and good, 
but most people buy their big software 
package when they buy the hardware, so 
the installed base doesn't mean as much 
to the big software developers. 

And unless Commodore can 
convince the price of software to go up, 
diere will be no high-powered software 
from big companies. Remember, the 
Macintosh started off with software 
priced under $100, supposedly. But it 
didn't take off until the computer found 
a niche and then developers could 
charge $400 or $500 for software. Then 
die big software companies started to 
move in and produce their high-end 
software. This opened die door for die 
computer to sell to more businesses. 

Is it true diat Commodore is selling 
more Amigas in Finland dian the in U.S.? 
Maybe not, but die numbers are much 
closer dian Commodore would like. The 
U.S. market for Amigas has been soft so 
far this year, widi disastrous effects on 
the weaker Amiga developers. With a 
new team in, perhaps Commodore can 
provide a steady growth in sales. The 
elements are all diere: a good installed 
hardware base, a solid software library of 
important applications, capabilities that 
aren't found on other systems except at 
outrageous prices. The challenge: build 



an image that will get people to buy 
Amigas for business, and provide a solid 
dealer network to support die needs of 
those businesses. 

The only thing needed is time to 
get it all working, and enough money to 
make it happen. The Bandito has said it 
before, but it bears saying again: the 
niche for die Amiga is desktop video. 
Sure, there's a solid market for the A500 
as a home entertainment/prod ucdvity 
machine, but for business, video is 
where the Amiga really shines. Graph- 
ics, animation, presentations, and 
manipulating real video are the strengths 
of the Amiga. 

But Commodore has to strike hard 
and fast before Apple takes the desktop 
video market away. Apple was all over 
the National Association of Broadcasters 
show (NAB) like bugs on beta software. 
Of course, all the useful stuff they 
showed cost at least $50,000, so it's not 
going to be on every street corner. But 
they're making a lot of noise and 
drawing attention. Visual editing systems 
were shown on a Mac in at least three 
spots.The Bandito has learned that Apple 
is trying to schmooze some leading 
Amiga developers into developing dieir 
products for the Macintosh instead of the 
Amiga. Clearly, Apple recognizes 
Amiga's leadership position in the 
desktop video market and is trying hard 
to grab it away before Commodore even 
realizes that they're out in front. Well, 
Commodore? Where's your support for 
the concept? If you don't concentrate 
your effort, Apple may take that market 
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away from you. 

The bright spot for the Amiga at 
NAB was NewTek showing off the Video 
Toaster, which caused quite a stir among 
die video professionals. When it finally 
comes out, the Toaster should cement a 
place for die Amiga in the professional 
video market. At the NewTek booth, die 
Bandito's spies sneaked a peek under 
the hood of one of the A2000's and 
report that the Toaster card is not a wire- 
wrap, but an actual production model. 
This can only mean they're getting closer 
to shipping the darn thing. Satellite 
photos report massive installations being 
constructed in the vicinity of Topeka, so 
they must be building a production 
facility. 

What else is going on with the 
Amiga? Well, the Bandito has gleaned a 
number of other interesting bits and 
bytes. For starters, industry insiders are 
saying that there's less piracy on Amigas 
than other formats. The worst offenders 
appearing to be Atari ST owners (the 
Bandito virtuously withholds speculation 
on why this might be true). The theory 
is tli at Amiga owners saw how piracy 
had ruined the Atari market, and decided 
to keep buying Amiga software to keep 
the Amiga market solid. If so, that's a 
good sign. We've got to try harder, if we 
want to move up from diird! 

What's looming on the horizon of 
Amiga technology? Someday soon, the 9 
megabyte barrier will become important. 
It may not seem like much of a barrier to 
mere mortals like you and me, but some 
power users are already wishing that 
they could cram in more memory. 

Why? Animation, mosdy. Creating 
three-dimensional objects and then 
animating them chews up RAM like 
crazy. Sure, scoff now, but when RAM 
prices fall to a quarter of their current 
level; 9 megabytes won't be so expen- 
sive. Then we'll be looking for ways to 
get around that limitation. Sounds like a 
job for Kickstart 2.0. 

While we're on that subject, how 
soon is 1.4 coming? It would make a 
nice Christmas present, the Bandito 
believes, but Santa Claus probably won't 
deliver it much before then. The most 
important thing about 1 .4 (in case you've 
been living in a bus locker) is support 
for 640 x 400 non-interlaced 4 color 
mode, which of course requires the 
Enhanced Chip Set. We'll need Kickstart 
2.0 for the Really Enhanced Chip Set, 
which the Bandito hopes will arrive in 
1990. What should the Really Enhanced 
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Chip Set have? 
Support for 16 bit 
color, larger bit- 
maps and a faster 
blitter, at the very 
least. 

Despite all 
the wonders that 
bigger-better-faster 
chips hold, the 
Bandito just wishes 
die Amiga had a 
standard system 
font that didn't look 
like an old type- 
writer. Something 
with a little bit 
more style than a 
C64. (Though at 
least you don't 
have to type Load 
"*",8,1.) Hey, while 
you're at it, let's see 
programs where 
the interface and all 
die requesters 
DONT become 
unreadable when 
you go into 
interlace mode. 

Commodore's 
R&D department Is 

advancing the frontiers of technology yet 
again — they're redesigning the C64 and 
CI 28. (Once more, with feeling.) Why? 
you ask plaintively. Well, they've 
actually got a good reason, this time. 
The objective is to sell more C64s and 
CI 28s into countries that don't have 
many computers. 

This is really quite clever. The 
biggest barrier toward computerizing in 
many Third World countries is the high 
price of computer equipment, assuming 
you can get the computers past die 
technology export laws. Well, the C64 
can slide right by technology export 
restraints, and the price is even lower 
than IBM clones. Plus there's a huge 
body of software of which some stacks 
up well for professional applications. 
Commodore may even speed up the 
clock rate of the 6502 inside the C128, 
which would make it a powerful 
business machine (at least as good as an 
8088, or maybe better). 

In other reports, the last word 
before the new regime entered w-as that 
Commodore is considering lowering the 
retail price of the Amiga 500 by $200 
sometime this summer. Maybe that refers 
to the system price — the Bandito's 



Even Up The Score! 



H!fJ 



mm 



I 



Let your Amiga give you the Advantage 
in making better investment decisions! 

Color graphics of Individual Stocks and General Market 
Trends help you make more profit in this volalilemarkei. 
High Low Close, Moving Averages, Centered Moving 
Averages, Volume, Relative Strength, Stochastics, Wilder's 
RSI, Cycles, Trend lines and Momentum. Powerful re- 
ports such as the Relative Strength Report help you pick 
the best performers. Use the Market Barometers to help 
you time your market entries. Update Slocks, Mutual 
Funds and Commodities manually or automatically. Easy 
to use communications included. 



Only $99.95 



See your local Dealer or Call: 

Software Advantage Consulting Corporation 

37346 Charter Oaks Blvd 

Mi. Clemens, MI 48043 (313) 463-4995 

Amiga and the Investor's Advantage are trademarks cA their respective companies. 



Circle 131 on Reader Setvlce card. 

informant was trying to speak with his 
tongue cut out, so the message was 
somewhat garbled. Of course, this may 
change due to new management, but the 
idea makes sense. 

It's important for Commodore to 
gain a market share, especially against 
the PC clones, which are close in price 
point. A lower price tag makes the A500 
more compelling as a possible upgrade 
to a Nintendo. (Hey, if you're a heavy- 
duty game player and you want the best, 
die Amiga's where it's at. Besides, you 
can justify it easier "Aw, Mom, this is a 
computer that I can do my homework 
on!") A price cut that mings the street 
price of an Amiga system under 51 000 
would really move some units, even if 
Commodore doesn't put the A500 into 
mass-market channels. 

The latest Tengen lawsuit against 
Nintendo (Number 13 in a series; collect 
'em all) charges infringement of 
copyright over Tetris, die simple pattern 
game from die Soviet Union diat's 
become so popular. Nintendo an- 
nounced plans to market its own version, 
while Tengen claims they had the rights. 
A minor squabble compared to the big- 
ticket litigation already in process. 
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In other legal news, Quarterdeck 
Software got a patent on their window- 
ing software (DesqView) for IBM type 
machines. This could have an impact on 
all other windowing interfaces, including 
the Amiga's. It could also affect the 
ongoing suit between Apple and 
Microsoft over the same issue. By the 
way, the Bandito hears that if Apple wins 
in a big way, the Amiga might be their 
next target. Let's all root for Microsoft to 
lake a bite out of the Apple. 

Speaking of the competition, the 
Bandito is highly amused to see that 
AppleWorks GS is getting thoroughly 
hosed by reviewers. What's AppleWorks 
GS and why should you care? Well, it's 
an "integrated" program that combines a 
word processor, spreadsheet, and flat file 
database (with a few other odds and 
ends). This was supposed to be the 
flagship application that would get 
everyone to buy a IIGS, just the way 
AppleWorks sold a zillion Apple II's. 

AppleWorks GS may have just the 
opposite effect, convincing the world 
that the IIGS is good for little more than 
a decorative planter box (manure 
provided free in their advertising). The 



program's a nice idea, but the 
machine is so painfully slow that it 
just can't work (aside from the fact 
that it's crawling with bugs, and it's 
faster to chisel out a report into 
stone tablets than have Apple- 
Works GS print a file). "The 
computer has no clothes, and this 
program points it out. Pencil and 
paper are faster. 

Oh, but Apple is still putting on 
a brave public face. Word is that 
the Apple IIGS may get a boost 
with a version of HyperCard in 
July. The new GS system software 
release this summer is supposed to 
speed up the operating system 
substantially, bringing it from ago- 
nizingly slow to painfully slow. 
But the Amiga will still run rings 
around it with one co-processor 
tied behind its back, and the 
Bandito has heard of at least diree 
HyperCard-like programs (only 
better) in development for the 
Amiga. The poor old IIGS 
hardware can't handle HyperCard 
with any speed, anyway. 

Well, it's too easy to kick 
around die IIGS — the poor tiling 
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is brain-dead and living on tenuous life- 
support from Apple (no solid R&D food, 
just an IV drip of public relations and 
press releases). Apple is putting its 
energies into the Macintosh, and giving 
up on the II line. 

Some external evidence of dlis: 
major Apple II developers are now 
announcing publicly that they are no 
longer developing Apple II products 
(Orange Micro, for instance). And in an 
equally significant move, Apple just 
lowered prices on low-end Macs for 
school systems, pushing hard to get 
more Macs in K thru 12. Once they've 
got die Macintosh firmly into that market. 
Then they can pull the plug on die II 
line. 

Even stranger rumors have it that 
Apple may put in IIGS emulation 
software into die upcoming low-end Mac 
in order to get educational sales. The 
Bandito doesn't think so — how would it 
support color? Besides, it would be 
terrifically slow. Maybe Apple II 
emulation, just to satisfy a check-mark on 
a buyer's list. Of course nobody would 
ever use it, but it's there when your boss 
asks about it. 

Wliat Will Tfjey T/nuk Of Next 
Dept 

Apple has announced a new 
System update which will add 
inter-process communications to 
the Macintosh around December. 
Kind of like ARexx on the Amiga, 
only less flexible. They hope to 
have true multi-tasking by some- 
time in 1991. Let's see, dial's only- 
six years after the Amiga. 

Oh, by die way, their new 
System software requires 2 
megabytes of memory. With 
multitasking, you're probably 
looking at 3 megabytes. Still, it is 
better than OS/2, which requires at 
least 4 megabytes, but it is 
multitasking. Oh, and it looks like 
Apple is finally going to add a 
graphics coprocessor — die AVID 
29000 will speed up graphics 
operations considerably. It 
probably won't be available for 
older Macs, but only on new 25 
and 33 MHz 68030 Macs. Also 
they'll add DMA to speed up SCSI. 
What great ideas! Wonder where 
they got them? 

•AC* 
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The AMICUS & Fred Fish 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the nation. Each Amicus disk is nearly full, 
and is fully accessible from the Workbench. If source code is provided for any program, then the executable version is also 
present. This means that you don't need the C compiler to run these programs. An exception is granted for those programs 
only of use to people who own a C compiler. 



The Fred Fish disk are collected by Mr. Fred Fish, a good and active friend of the Amiga, 

Note: Each Cescriprion line below may include something like 'S-O-E-D", which stands lor 'source, object tile, executable and documentation', Any combination ot these letters indicates 
what forms o) the program are present. Basic programs are presented entirely in source cade format. 



Awusaaa 

Aflaslc programs: Graphics 



fJDSoU 
Blocks 
Cu»s 
Dura 

FS:;po 
Hotel 

JPad 

Cecal 
PanlBot 

■t-'.C 



Spaate 
Sorters 
Sa/iS 
TrveeOefl 

jap' 



3d solids modefng prog. w/samrJe dasa files 

draws blocks 

draws cubes 

draws pevos Li the style c' Dure* 

draws Iractal landscapes 

3D drawing program, w rwJden hna removal 

sim pie paid HHAB 

draw several opKaJ liusicns 

slmp>e parrrl prog -am 

draws the Shuffle in 3d wreframe 
graphics demo 
speech utaiiy 
dtawg sp-Serei 
draws Color spirals 
3d lundbn plots 
artificial lopegraphy 
arcie graphics 



CarDFile 

Demo 

Ke/Coces 

Menu 

MCreCokTS 

shapes 



draws orciegraphcs 

draws fractal pane! Escapes 

ABasIc prog rami: Tools 

AddressBooK simple database pog-aTi lot add regies 
s.rrplecard£l3daa.ba&epro5-5.n 
miitwindcrwdsma 
snows keycodesfcfa key you press 
run many ABase programs iron a menu 
way to c^mc^ coots on the screen 
at once, using aliasing 
simple color shape designer Speaklt 
speech and narrator demo 

ABiilc pogroms-: Games 

EritkOut classic ccrr.pLrrer buck wall game 

Olhelb also known as "go" 

Saucer simple shcoi-sm-upoame 

Spafling simple taking seeling came 

ToyBo* sedactaHe graphics demo 

A Basic prog rams: Sounds 

En*er&ner ptays that tune 

HAUOGQ pretends its area! computer 

simp* pctloe seen sound 
piays "the Dance of the Sugarplum Fairies' 



Poica 

SojarF urn 
Cprograrn 
ATerm 



smpie-BfrninaJ program. S-E 
aid lo compSirg with Latbce C 
opposite of CONVERT lor cross developers 
source code lo the dotty window domo 
urw-slylB filename expansion, partial S.O-D 
explains use cl fast-Heeling point math 
feces future dales on ail (ties on a disk, S-E 
sim pfe Workbench rjra wi no prog ., 5- E 
graprtc memory usage nobcator. S-E 
searches far a erven siring in a file with docs. 

han shows off tv fdd-arti-moc% 

method of color generation 
fast parallel cable transfers between 
an; IBM and an Am oa 
Mandelbrot set pfco/am, S-E 
patterned graphic demo, S-E 
makes LaRjceC object file symbols 
visible to Wack,S-E 
qi^ck sort strings routine 
example sam rjfe window LO 
turns on interface mode, S£ 
qa-typa graphic demo. S-E 

Otter executable programs: 

S peechTc-y speecri demonstration 

displays aB avalable lonts 



oetvnt 

Dotty 

echo* 

lasterfp 

F«Daie 

freedraw 

G' " "■ 

Grep 



IBUSAmga 

MandeJ 
moire 

obtto 



quck 



se3ace 
sparks 



YftchFcnt 

Tens: 
68020 
Aiases 



CL.:: 



CUCarrJ 



desenbes BSC20 speedup board torn CSA 
eirpJains vsasoflhe ASSIGN command 
tapwn bug Est in Latcce C 3.02 
reference rard to Arr.'gaDOS CL 

CUCommancs guide !ausinc,neCLI 

Commands starter c^deloAnio^DQSXU commands 

ECCommands giide to the Ed editor 

Renames AmigaDGSfflsriarne wildcard conven;icn$ 

HalfBright explains rare gophrcs chips lhai can do 
more colors 

ModemPins description ol the serial [pod pinoui 

RAMdisks Ips on serine up you RAM: disk 

ROMWack hps on using ROMWack 

Sands eiplanationof Ins.'jmentrJeiT.osoyria 

Reformat 

Speed refutation of Amir^'sCFUardcusic^chp$pe$d 

Wa*kCmd$ [cs on using Wask 

AMCUSDiskZ 

Cpragrams: 



AmigaDOS object library manager , S-E 

tertfile archive program, S-E 

auto-chops erecutafle fifes 

simple CU shell, S-E 

ISe compression programs,. S-E 

a familiar game. S-E. 

a simp* 'make' programming utility, S-E 

an early weraon Ot the Amiga teod editor. S-E-0 
Assembler program*: 
b*oarcrLasm binary search code 

Urii compatbte ssoflfl hrcton. sourco 

and C test program 

setjmp{) code h Lafflce 3 02 

Urn system V compatbte pAtfQ 

Unix compatibla tnee;j functcn. OO 
(Tfts disk kymeilyhad IFF speofcaBonfJesandeiamptes. Smce 
t\% spec i j cwstarrpy t-pteied. the J F F spec files have teen moved 

lotieit own disk in (he AMICUS fX»k«SOT) 
John Draper Amiga Tutorials: 
Arvn atu describe$ anim alon algorithm s 

Gadgets uur^onp^ogets 

Menus learn about InuHon menus 



Etobj 
shm; 
so,usq 
VachtC 

Emacs 



fjsoaasm 

setrr-pasni 

SVpnntJ 

Bees,o 



AMICUS Disk 3 

C programs: 

XtbI a C cfK&relerencegen.. S-E 

Eoitcoior e«ra -half-bright chip gfx deT»a H S-E 

Chop truncate (riwo) Ptes flown lo saiff, S-E 

Clsanup removes stange charaders from lert files 

CR2LF ccrwts carraoo returns B line Seeds in Amija fites, S-E 

Errcf atoMrrtrjii9&rrCrStr3aCfle.S 

Hek irirtJowex. fromtheRKM.S 

KermJ rjer^rcKemiinip^ensCT.fiakey, 

no lerminal mode. S-E 
Scales sound demo plays Kates. S-E 

SkewB Rubih cube demo in N-res cokrs. S-E 

ArrigaBa sic Prog s(dtr) 
Automata coilulafaLriomatasJmulabon 

Crazy Eights card game 
Graph funciTOft graphing programs 

Wch-ngHcuT agame 
A BasiC prog rans: 

Casra pATicso!pc*£r,b-'ackjack.tiicc.a.'«c.'ap^ 

Comoku also known as 'ocheio 

SatoiaoQ sort ol an advenure game 

Eiecutable prognmst 
Dsassen a B80O0 dCsassembler. E-0 

DpSMe shows ac^ensetoftrrptaures. ED 

Arrange llBd fyrs^ng procrarrs,. E-0 

Asiemblsrprogrirm: 

Arqoterfi terminal program wiih sceech and X-Todem. S-E 

AMICUS 0iskj_ Files fr&m Ine original Amiga 

Twhnlcat BBS 
Note lhai some ol these files are ok}, and raler to older veisions ol the 
operating system These files camo Irom tia Sun sysiom thai served as 
Amir^ technical supporiHQ lor most of 1985. Theselilasdonotcafrya 
warranty, and areforedjcaiional purposes orJy. 01 course, tnarsnot 10 
say they dwiiwrt 

Comptete and nearly upto-date C source to "m aoe-rri", an ea-fy version 

cf*.etonErisr. TteisatMef^ky.bulcompJesandrum. 

An Intution. oetno, m lufl C source, indurjng files: demonenuc, 
demomenu2.c. demorecj-C, getasciix, iflemo.c, idamo.guide, 

risma.make, «Jerr-oa'iA nodos-C, a-d txwile c 



addmemc 

bobtesLc 

console K).c 

cieaporic 

ueastdio 

creaiastc 

diskioo 

rJcflyc 

duaplay.c 

Bcodc 

"k-t.::-: 

gelicolso 

ghunemc 

Fk-o: 

inpuldev.c 

joystA-C 

keybd.c 

layertes.c 

mcusporLc 

Owrtiibc. 

ownliism 



add external memory to the sysJem 

eampie cl SOB use 

consofe to example 

create and delete pons 

create standard vo /equests 

creating lask examples 

example d track read and wriie 

sou;m lo The "dotty imdow'derrio 

dual p-layfieW example 

food fffl example 

old version ;' Ireernap' 

tools ky VSpnss and BOB; 

graphic memory usage mdcator 

window exampe Irom RKM 

ading an input handler to the input stream 

reading the oysfcek 

tirect keyboard reading 

layers examples 

test mouse port 



seraeslc 

sensamp^ 

pnnnfrx 

prtt^5e h 

regintesi 

setace.c 

WrtgnMc 

SeGorMe 

singplay.c 

Epeechtoy.c 

fimedety.c 

Smer.c 

6mrstuf.C 

Vi^CfiFonlc 



ex-imple 0! making yourewn library with Lattice 
tesls para'i-c-l port commands 
tests »ria!pc*tccnimands 
example d ser^l port use 
sample pnnter rtertaca code 
jxTuer device definisicnt 

source to interlace or.-cf; program 
set the ar.i botes d r-e parallel port 
settheatllbLieslparity.dE^tisjcltrie senalport 
single ptayheid exam pie 
scuts lonarrasr and p^cre^cscerrio 
simple t«ner demo 
ex.ee support timer lunctjcns 
more exec support timer luncfxns 
bads and displays allavaia'bie system loms 
rjrccess.unrjpn&aMJassmeWerindudefiies: 
a-jlyqs': txt wam»igs ol deadlocks wO autceoj jesters 
consoteO.tfl copy oftftfl RKM console K Chapter 
cts^doni.ui warn'-*ig ol risk Ion; IsadTig bug 
kJHuncM fcsl ol WeTines. macros, funoons 
incutiev.tn pretmhary copy c< the input devce chapter 
uja s b bteeattofttti Wo ro andtdeaftuirjn Itaana 
printer mflAHSB copy of ihe chapsr on prin:ef Sfivers. (rem RKM 1 1 

v11irj.tfl -rjtrjlJdfJechanrjes*CTTi¥er5K3r1,0toUI vJtrNt.rJrff tfff 
of ncbde fie changes from nersion 28 to 1 .0 
AMICUS OiikS Files from Ihe Amiga Uftk^ 
Ardgalrrlorrnation NeiworV 
Note thai some ol these files are oW. and refer kj dder vrjisions &f Ihe 
ocetatingsystem. ThesefitesarofromAmigaLini:. Foratime.Commo- 
dora surjcorted Amiga Link, aka AIM, ky online developer technical 
support, ft was only up and ninringftx several weeks. These res do net 
carry a warranty, and are loreducatonal purposes only. 01 course, mats 
not 10 say they Oonl work. 

A demo of Intuition menus called "menucierno", In C source 
wheresc Snd a fie searching si sjectrectones 

bcc'.sst c BOB program ming example 

siwepx sound synthesis erarapte 

Assembler file*: 

mydevjsm sample devica drrver 
my'ii.asm sanplo library exanpfe 

myfibj 
mydev.1 
asmsuppi 
macrost 
Terts: 
amigatridfj 



assembler include Hies 
lips en CLI commands 



extcTisk eitemai tfsx saecificaSori 

gameport gameportspec 

paraiel f^ateloortspec 

serial serial pen spec 

vi .ttpdaie b) 0! new ban in version t.1 

vi.ih.M J drtT ol mtkide lite changes Irom verson 1.0 tfli.i 

F3es kjr buiolng your cwn pnntec dnvers. mcljrJiiB ttespeC^ c, 

epsondaur;. inrtasm, onet.t, pfiteSBk, printeriafl asm. render c. 

andwartiST!. Thddeskdocscc*^nari^.berolfiesd^br^tnrj!f F 

speofEabon. ThesearanoirheulMiandCTealestfies.bulreouhhere 

for historical purposes. They include text tiles and Cscurce examples. 

Tte latest IFj- soec is elsewhere in this library. 

av-rjUSDisk-fi IFF Pictures 

This desk includes fte DPSide cfogram, whsch can vew a gtven senes 

of IFF pictures, and itw'showpic'proQram, wheh can vi eweachfl leal the 

dick of an icon. The pictures include a screen from Aricfox, a Degas 

dancer, the guys at Electronic Arts, a gorila, horses, King Tut, a 

lighthouse, a screen Irom Marble Madness, the Bugs E-jnny Martian, a 

still from an old mowe, the DiT) Straits movino_ company, a screen from 

Pinballl Coraunon Set t a TV newcaster. the?ainiCan a world map, a 

PDrscne, a shutfle mission patch, a tyrannosaurus rax, a plane! tow, a 

V.SAcc.-d.anda ten-speed. 

AlJ[CJSDiskT DijjView HAM oeroo picture disk 

Trrsd-skJ^spctuesfron- ne Dg V":ewho'Cra,^nx"i!f- 1 '3MCip-ier- 

ft irxJwtes fie Wd-es wrp pencils and Wycops. the young girt, the 

buidbar, the norseand buggy, ihe Byte cevsr, the dictcnary page, ?*$ 

rcboi lid Robert- This ndudes a program to view eacn picture 

separatefy, and ar Bgether as separa;e, siidablescreers. The 'seeifbm' 

program, to tirnany scrcflrt ma an IFF picture. 

amicus bra a 

C programs: 

Browse view text files on a disk, using menus S ED 

Crunch removes comrents and whte space Iv-n C riles. S-E. 
SconExeC EXECUTE a senes ol commands Irom Wcn\oench S-E 
PDS^eei Ojrnbdumps Rastportiof highest screen to primer 
SetAflemalff sets a second image lor an icon, when ciAed once S-E 
SeiVfirirJow BAh windows for a CU program 
to run uroer Wrjrkbsrxri 3^ 

S-=:Cxk asn^rjix^okx^airini^nierubar 

Senrnper ihesenjwprinwhliefoufltACS^ 

Amiga Basic Program* ; 

iNote: WanycMheseprcg/amsaiep'esertwAMlClJSDiskl. 

Several of these were converted to Amiga Basic, £ included here.) 

AddressScok a simple address bock database 

Sal draws a baa 

Goad program to convert CompuServe hex files :o binary, S-D 

Clue Ihegame, Intinrjon driven 

CoorArt art arawing program 

OekaeDraw ihe drawing program in ths 3rd AC, S-0 

EEza cccrversatior^compiJterpsycr^cojst 

Othelta !haga^« H askno«fna5'go' 

RaWaie 30 ratraji e garr-e 

~Z~ bcogiirt] graces demo 

SnUde *aws30 pctresol the space srwete 

Spefing siTf>e speijflg program 

YOYO m ierr>gravrty yfryp demo. trtCki 

yo-yo to the mouse 
Exec utable programs: 

3Dcube Modular demo of a Jotarjng cube 

Alttcon sets a second icon image, displayed wherk^icon is clicked 
AmfaaSpelt a slow but simple spell checker, E-Q 
arc the ARC ile compression prog must for telecom, ED 

Benrandl ^aphiicsdemo 

tfsksajvaoe prog, lo rescue hashed disks, E-0 
KwrkCcpy a quck but nufrrM cco> croaia-n: igTO^es errors. E-D 
IJbOir lists hunks m an cojeti fJe ED 

Sa«ILBH saves any screen as Iff pcE-D T? ScreenOjmp 
shareware screen dump prog, E only 
StarTerm Mr$ion.2.Q, :erm pfogram, XT.odemE-0 

Tedsc 
LatJceMain 
GOskDnve 
GunjUed 
Ut3..C3bugs 
MForaeRe-/ 
FrirrtSpooler 
.BMAP files: 

These are the necessary tnks between Amiga Basic and Ihe system 
libraries. To take advantage of the Amiga's capabilities in Basic, you 
need these files. BMAPs are included lor "disr, console', 'diskfonf, 
"exffi\Vyx\ r intiiiOTVUrers\ "ma r^'.mafr^ 
incsai", 'Ti~ra:s', 'xtjc'. ':"ef .anc Vansla'cr". 

Amtga Bask: Prog rams : 

F:Z~.S~ i~;'-; ■:*■: sr.jz;y y<x;z~ 

rftjePaJeflB explains Kue , SatuatxaT, 4 intensny 
ea.ol reouestersfroraArnkja Base 

oemonstrales scroiling capacities 

scund .program 

draws a map of the world 



tips on Sr:ng man.c m Lattice 
make yea own 5 1 .'4 drive 

explains Sis Guru numbers 
bug 1st ol Latice C versicrj 3.03 
user's vew cl the WicroForge HD 
EXECUTE based print spool prop. 



Requester 
Sc-ct >-; 
Synthesucr 
WorHMap 
Executaole prog rams: 



B&r.. 



no! 



BrushZC 

Brush21con 

Dazde 

DeoGEL 

Kktck 

Be 

TmeSel 

EHEmacs 

MyCLI 

Texts: 

FnctnKeys 

HackefSln 

ISSSOIO 

Boing! 

BubSG 



latest Boing! demo.with selectable speod,E 
converts an IFF brush to C dala 
irtsUUCions. infaaizaiion code, E 
converts IFF brush 10 an con, E 
r/aphics demo, tracks lo mouse, E 
assembler program for stopping 5S01D errors, S-E-0 
menu-bar clock and date dispky. E 
thegarrteol Ue, E 

Intuain-oasedwaylosetlhetHnel dale 
anodwr Emacs. more oriented to 
wwd processrig. S-E-Q 
a CLI snei, nan wthout the Workbench. S-E-0 

read luncton keys from Amiga Basic 
explains how 10 win the game ■hacker' 

gmrjoto installing a 6SO.1O. in your Aiiiga 
laeuBccng! demo.vri^t seleoablespeed, E 
convens an IFF brush to Cdata 



instructions, irvsaj^aiion code. E 
Brush2lcon converts IFF brush to an icon, E 
Dazzle graphics demo, tracks to mouse, E 

DeeiGEL assemr>er program for MKdmGSQIQ errors, S-E-0 



Klocfc 
life 

TflieSet 
EMEmats 

MyCLf 
Teats: 
FnctnXeys 



menu -bar clock and dale display, E 
the game of Ij'e. E 
iritumon-basedwayto set the time date, 
another Emacs . more cnented lo 
word processing. S-E-D 
2 CU sr*l£. work* wjeut pe Wrjrttrtneh. S-c-D 

eiplairtshow to read lunction keys 
from Amiga 3a$iC 

explains he* 10 wntnapjafria nacker 1 
ouida lo installing a 68C"0 in your Amiga 
sending escape sequences &>w renter 
tps on setting up your siartupsequencs file 
bslof Translormerprograms tiat work 



KacfssrSIn 

istesoio 

PrinierTjp 
Start uc Tip 
XfnnrReviaw 
PrlnterDrlvers: 
PrLiter dnvers for the Canon PJ-IOSOA, the C Itoh Prowritef. ai 
improved Epson driver thai etminates streaking, the Epson LO- 
800, Lie Gemmi Star-1 D. Jfl NEC E021A, tieO^da-aML-Sa, F» 
Panasonic KX-Pl Dm ramity. and the SmiSi-Corona D3M, weh a 
coc.-er: cesciiiTc ne nsa'i^o*! pnxess. 
HBB Plskio Instrument sound danoj 
Tkssarisr^^-c^'enoemo.crcuiaiedlom.anydeaiers. binctuoBS 
the sounds of an acoustc guitar, ar alarm, a banjo, a bass guitar. 
a bc-lnk. a ca-'Rope. a car hom. tfaves. water drip, eiectnc guitar. 1 
fbre, a harparpegio, a kickdfijm,a"anriiba r aorrvjri minor chord, 
people talking, pigs, a pipe organ, a Rhodes piano, a saiephone. 
a alar, a snare drum, a sieol artm, bens, a vibropcone. a violtn, a 
wailing guirar, a horso whinny, anda whisde. 

AWC|iSpiaKl1 

C programs 

c rs. ' inTirtion-based, CU replacement manager S-E 

cph shows and adistsrjnority of CU 

processes. S-E 
ps Shows info on CU prxesses. S-E 

wrSej rfspiaysCompusen* RLE pics. S-E 

'- :i:;;::.T: = ;-: 

pointer i-Jd sprte editor program 

cptimiHtcn e* B'Tipfefrom AC arsde 

lar^.anirrvjtedQrenoar.ciaryaflrj 

data book program 

lean amortizations 

con verts small IFF brushes to AmigaBas'iC 

EOBOBJEC1S 

draw and play wavelorms 

draws Hiftert curves 

mad lib story generator 

tattig na'mg ts* program 

3D graphics program, from A C™ arbde 

mouse tracwg example in hires Ticce 

slot,machinegan-.e 

trie game 
irritCTl patMiio-Hseg^i 

weird makes s^ange sounds 

Eiecutable prcgrams 

co uru-Lke copy command, t 

ca screen clear, S-E 

diff unix-Lke stream edicr uses 'ditf orspji to fi* Wes 

prn chahrKorderperrormances indicator 

AssemWer programs 



it .-. :■; 
caJendar 



grids 

h roen 

madia 

mattalk 

meadcws3D 

mouseS'acs 

not 



rJs 

Modula-2 
trails 

caseeenveri 

Fcr* 

Analyze 



screen clear andCLl aigjmerts ajample 

nowrg-worm grtph : :sdeno 
con wis VcduU I keywords 10 uppercase 
Ereshehan drcle a'gerom eta^pie 
t2tcmpla[tslcr^a spreadsheet Analyza 
Thefe are la/ programs hpe thai read Com m odore 64 picture 
lejt They can ransiate Kcaa P23. Cccdie. ?rn S"oc arc 
News Room graphics So IFF format. Getting the Hies Som ysur 
C-Sl to your Amiga is me hard pan. 
AMICUS Disk 12 
Executable programs 

Wink aLnk'comoatolefnker, but faster, E-D 

clean spins Ihe (fA 'or disk cleaners. E-D 

epsonset senps- Epscn nttJnos :c PAR from menu E-D 
showig view hiiespics m kmm superotmap, E-D 

speaktma leu the tim 8, E ■ D 
undelete undeletes a Ire, E-D 

envaptohm cwrvriilsApr>eIiO*.rw4utTiand 

rJgh/espcuTcsioiFF.EO 
menied merw er>»r pr^sxes C code for menus. E-0 

quick gUck Ssk-to-defc ntobte copier, E-D 

CuJcsEA ccces E'ecfror:c Arts clsks. temoves 

protection, E-D 
t«ed 1.3 dercd lent ec::.-'ror:f.'.crcsT':it, E-D 

CcrrjgraiT:S 

jpen3 rotatinj bbeks g-aphics demo, S-E-Q 

popei start a nan CLI a| ineprcss ol a 

burton, like Srdekick, S-E-D 
YSprie VSpr-rorji:ati>e -code Irom 

Commodore, S-E-D 
AmgaBBS Anga Base bul'etm Bcarrj prog.. S-0 
Assembler prog lams 

starl 3 makes star fields u« Star Trek intro,S-E-D 

Pttures 

Mount Mandelbra! 3D 'rtewol Mandelbrot set 
Star D^estroyer hi-res Star Wars starstup 



Robct 

Terts 

cardco 

cincJude 
msndtfafifer 

sideshow 



robot arm grabbing a cyl noe* 

Amiga wrrdors, names, addresses 
foes 10 early Carcco memory boards 
noss-reference to C ■'elude Hes 
dues to playing fce garne wed 
make your own slideshows from the 
Kaleidoseope-rJi.sk 



For PDS orders, please use form on page Cm 
Visa and MasterCard Is available on orders of $20.00 or more. 
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AMICUS Disk 13 

Amua Base programs 

FkuEnes from Carolyn ScJ^eppner ol C B M Tech Support So read and 

display IFF pdunjs (rem Asnca Base With otocumentatBri. Also 

jnouded a a program to 3c screen prim n Am»;a Base, and de 

raves! BWaP 5kn. wd a ccrrscac CcrwtFDprocnn. HWl«i' 

ample picfcrtJ, and the SavelSM screen capture program . 

Ftouents to bad and pb/ FubreSound and iFF jpund Set from 
Mn Base by John FWafcr Aseued v«m w* docjmeoaton 
and C and assembler sevw far wrung your wn Ibrarcs, and 
interface C to as*em6er in Rnnes. Wtteiim ate sound 

EiecvtatoteFOprarfis 

gravty SciAiTW JanKgravrtatxng^hic 

smUaiJoaS-E-D 
Tecs 
MO. rnatoyMijwiMIDIinsirurntntrtertace. 

oocur>enaon 1 aH-resschemKC 



AMOS. 

Several p 



programs from Amazing Computng issues: 
Toah 

DanKan/s CsSnxtue index rjof/am, S-E-0 
Amiga Bate programs: 
BMAP Reader by Trti Jones 
IFFBrushEBOG byMke5winger 
Aufcflequesw example 

DOSHeto Windowed help system for CU commaTds, S-E-D 
PETrara iransiaiw rET ASC'l sites to ASCII ^n. S-E-D 

C Squared Graphcs program Jxm 5ceni6c 

Arnerican. Sept 86, S-E-0 
Of addsorrm»escaniagernr3t(oniS«,5E-D 

dpoecode decrypts ->-^e Pint ■-: 

vncoDj pfceateaE-D 

ouoryWB «ks Yes or ta from « user revratictcade. S-E 
vc VisCa*CTypBspr«tt»et.ror»aaenrtrai.E-D 

vw* danttn Mw4ui -de* and 

defer 5*0oaE-O 

Ong. Sprung. ya&ang. Zong are sprStbased 
Bongl stylo demos. S-E-D 
CLIOaA, sCteck, wCeckare iwndowbonferctocks. S-E-0 
Tails 

An arid* on bng-psrsisianca phospor mentor?, be* on making 
br„she* .: J doc 1 shades in D =Jjis Fart, andrecom - en iasjons on con 
interlaces ten Commodore Amiga. 

■ -fBJXaUfi 

"prc»g rams Include: 

a fie prmfcnj utfm;. which Can pr « lies n the 

OacigWid.andwinfcrijnurr.bcrtjrdcortd 

character Storing. 

oVspUys a than of de btocks aJfccaied ona risk. 

quesaons an 'execute' file, returns an 

war code to control ins executktn <r that batch file 
"Staf an enhanced version of AmigaDOS 

'status' cnramaril 
tkssoirt' randcrri<te[SS56vflS0rdcisoUifsFFpidira 

siwiy, dot by dot. in a random lashon. 
PopCUZ nvc^newCUw*toc*attheprissc4 akey. 

The i xecuttwe programs indude: 



*S 






XkikCaf 

TSoLndr 

canHtf 
■Fractal 



'-fi lorrr-aing: program through Sv 

prirwdnvertoselea pm Bytes 

casatocs Sis. r^amans.scni/n«rg«9 

fists ofaskfies 
SunHize Jndusdes" sanded scune Wtor I recorder 

rTi3«ES CXS for mc£ prggra-TiS 
draw grBc J btSi HBteu and Tcrjvzn scapes. 
"3D flreatecr 3D glasses, create orea'toui tn a new dmenson 
'ATipgaMonlix' d scJaYS liss of open fifes, 
memory use. task de/ices and ports in use. 
, C«morD'ds , verjiofto! asterobj'tor the Amica. 
■Siiiten' highfeso"tfonc/aphcsc^owr^^inMoiiia2. 

TixU: 

"ansiuf eipia:nsKcapes£c^jercesirx:CON:c^^Kcre$ponctsio. 
fltoy' ifduJes ;empfije for mahng paper ta 

srt in Ine - ja y at tie top oMte An ^i kff, boaJTJ 
^oawn" progra.Tr.ers docur.en! frpra Comxodcrfl 

Amga. descibs ways to use tna Anna's m Jtias*ing ca^aaJMS in 
grouroAn programs. 
ArrtgaBasJc progmmS: 

Crids" *wseundwavB*oms h afdhe^{hernpta]red. 

Ijghr a version of the Tron light-cyde ^ideo gamfl. 

VigaScT agarnaof soitaira. 

<lms' program u calculate batting awrages 

Wor*/ ^teg^altwbapolRwnsrraiirDucan-* 

AUCUS I S also relates >o teajsM If f pctiras. cJ ire erwny 
Mitn hjin tw io* plana n Sta; Wars, and a pinn of ■ «tMtan. 

juggw* demo by Eric Graham, a robot juggter bCLrcng 

t¥«*miro™dbals 1 wthsoLride! , eas- Twenty b^r^mnol HAM 

iriteiitein^^qu^toprDducstniSfriage You control tie 

speed ol ffte juggfcng The aim's doarenaosn nims fa! Tis 

orcgra-T. might somedajf be ^^SaHe as a product 

FFpfctm 

sarodies on the covers ol Arn^a World and Arnaurg Computing. 

Cprogrimj: 

tnnndtar' fixampt9crfrrakiriganirv^hardter. 

■FileZapS" binary lite editing program 

VlMlW displays IFF piciLwe. and prrts It 

G>.-v program indexes and retngvn C stnxtues and 

renabtes dedarad in the Anvga ind ude He systam, 

ExecuUbl« Frog rams: 

FoHurtd? repairs an exea-EWe program f .i lor expanded 
memory 

ts2st.i5' conyensMuaStudaftestoFFiardanl 

"SMUS" IcrnaL I hav- heard this prograT mflfii 
have a tew bugs, espeoaiy in reganB B wjry 
long songs, but rj wortia sn most Cases. 

■Msvte' Am^a ygrsion & Bte "Missle Commune* video game. 

This *sk also tomans sertraJ Res o* scer*i« far Arriga Flort 
S.mJi!a il, 3/por)nocntdtreaft5evenltesona&ar*.d-s>i.and 
hsenng ft m tne drive after performng a spooJ Dommand in tfw 
oarrie, a runbsr of neresang batons ire pres-st into ihe Figni 
Smiajor program. For eaT^. one scenario places four plane on 
Afcatra;, whie anotner pes yew r CertraJ Part 
AipCUSfflttU 

Tpconvm/xiKriS dtsk wfaj&i comvQ su lenninil proQtmc 
*Cornm'Vi33 Wmpfog wifiXrrcdem, WXmc«ri. 
'ATfrm*V75 Jtm prog, inckjdei Super Ktmt 
•VT.100*V2« nMWedqrtVT-trXernUwxwBh 

JtTiocwa.Kftmit. and senptng 
'AfflioaKermr V4F^C«)pMorfn«'J^jCKenTJt 
VToti" V23^ Tektronut graphics temainal emulator 

based on ihe VT-100 prog. V2.3 and contains 

latest "a re " fie compression 
'Am^aKosf V0.9 lor CompuServe. Indices RLE 

graphics abfties £ CiS-B Tile transter prciocd. 
TUHunk 1 eipansicri memory necsssty 

*FtxOb|* removes garbage charactwi from 

modem recenod ites 
"TiT flters tefl 'Hes ton other lysiemj 

to b* read by *e Amiga EC. 
"addmem* tie cuWafate w w i far umWtww 

bpmjon vtcte in AC tr£. T l 
Vc 1 ftedocunentaicnar^abasiiciutanai 

cnun'arc'mg.fies 
'jjpfl" tarmafcangWResEC. 



*M»Qr5ffl»i1e 

Logo Amcaversoicftrwpopuia,' computer 

bnppigij nA sj^v>:- mgojni, to 

Tv'Trd OemjverwtflheVTtrttraracwcenBraEr 

PageSeoer Fr^itfl mM abte rMfamj r * updaled 
PaoftPnrt snd Fagp^FF programs tor tie 
PiOtCetcrdc rtfcp pufjMhing pedage. 

FufkMndOV RtsaesanyCU^rdc^Lsrij^rC- ay--a-x!4.E 



3-0 version erf Conwayl UFf/progrirn. E-0 

C LJ u*y to re-assign a new 

WortiercrnSsKS-E-D 

LcAfl<om?aiMe wedtsheMtfut makes calendars 

Demo of Keyboard tat re-programmer, wth IFF 

picture to mate function key labeti. E-0 

Video pattern generator far aligning aontOrl. E-D 

f-^*'C--Fa:'£^'- v «.ecacutetef EO 

Change the Preierenees settings on the fly. in C. S- 

E-D 

Program slxSes ste"i- ?xi ut on . C SOtfW Jiduded 

iarftricaaKl W5-COS.SE-0 

C version ol Ccftn French* AmigaBas*: ROT pn> 

.,■ mAm^ngO«npuln WTfrib 

and drtptairs pciydoni to ffeate three dunonsxinal 

objects- Up to 24 ramesot animation. can be 

created and dsplayed. ED 

Like Ing. windows on screen run away torn the 

mouse. E-D 

DK Decays* the CU window into dust, m Wodyla 2. S-E-0 

EropShadaw2 Adds teyered shadows toWortbonch windows. E-D 

AMiCL'jDiftlg 

"h»s05kciT«severaprr^ramst7mAT»L^Ccmpu6ng. ThelFF 

Cpctues on lha i* incWe *ie Ml r^ Wake pi.t T 
Shin logo, a sinaen-cofar lines j- age cf A,ndy Gr.l- 
^arri^AT^Lw'peJuresSnjTi the Amazing 
Stones epuode fat teennd the Amiga. 
LJawtqwionfcfcreT aaMMdrtaaapr^fl tC 

Bi-yanCittej'sAr.ioaBascr^onaJ, SD 
3.-)a.nCa:ey'5ATg;5av: 
rouafjcfd inventory program , S-D 
J^Shtetas'WaveformWort^shopA'TiqaBaiic.SD 
.fahn Kennans AmgaSas* 4sJk 
liCrarian prograrn, S-D 

IvanSmr^'sAmicaSascsubSCripi example. S-D 
Stnng Boolean Cprogramsandeiecutableslof 

Harriet Maybe* ToOy/s injjran btanals. S-E-D 
" Rierwrsma'setamplehT 



LteJd 



VPG 
HP- IOC 
SetPials 

StarPrcb* 

ROT 



Scat 



Solve 

Howeftofa 

Wave'erm 
DttkUb 

Subscnpts 



StamyC 

COMALh 
EmaoKey 

AAScOl.1 

BTE 

5ia 

WinSiie 



rrai^ng s-tial Cprocra-ns. S-E-D 
1 ■keCOUALI 



ftfa.5-0 



IMaCbflkBac 

Makes Emacs tunctfan key 

deSrvtcns by Greg Douglas. S-D 

Snoop on system resource use. E-0 

Bard's Tale character edEr, E-D 
CLI prog/am shows the size of a orven set of files. E-D 

CU window uSiry resizes current window, S-E-D 
'■'...: .-l: 
C^Tipactor. Decoder Steve Hchel AmioaBasc tools. S-D 
I3cctd BC3 and spnta rtitrwtBen n C.S-E-D 

Spnte editor and animator by Brad ftefer. E-0 

airs' crtp aipfcratcn C program 

by Tonas RcJxic. S-EO 

Imi^pnjoessing program ty Bob Bush toads 

and saves IFF images, changes fwni wdh 

several techriQues . £-0 
home banking prog . balance yo^tneckSooii 1 E-D 



SvDeMaster!! 
BttLab 



FPc 






Ta*ge: 



a 



rarge* Makes each mouse cTck sound lie a gunshot. S-E-D 

Sand Sample game o* sa-Td that Wfaws the mouse parser, E-D 
PropGaogel Harriet liiajrbec*Trj^'spoponor^nadge J , 

eiampie. S-£ 
EHB Checks to seeif you have e«ia-half bright 

graphics. S-E-0 
Piano S*iiple piano sound program 

CeiScnptii Makescei arimaccn scripts for Aegis Animator, in 

This disk has eiecfrcrc catafags far AMICUS disk* T to 20 and Fsh 
drstu 1 to BO. They are rawed with to DskCa; 
program. incJuded hen. 

Cycles ijchtcyctegame-t-D 

Show PnrfJ ViewSSridpnfffilFFpicti^.irdudinglBgtftTm 

Kraen 
PnDrvGBri23 l^iestverrricnolaprJTterdriTefc^ninto/ 
ArvnKfani VdeoScape arvnatioris of planes and bong bat 
Garden Wakes l^acta! gajoerscipes 

BancScns Eiamptorihraryseafchindinseoon 

sortinArr.igaBasc 

AnAMCUSito5cmpk^C£tfcated"Dmu5*mtr*Am9L This 
disk conons tec nKpreyers, songs, iTBru- 
memt, and ptayers » bring The thrl ol playing *&g 
Scuto* on you - Amiga 

tostojmems a cofjecan of 25 nsrurerrs ky p!a>-ng 
and creatng rr^c. The coikK6or> ranges 
from Cannon to Marimba 

Lisri INSTR program la fist 1ha instumenls DMCS will not load 
as weil as 1st the origins Tor any instrument. 

Muse acdiection of 14 Classical pieces 

l&tZOwton The 16 minute classical featurp compietewrih Can- 
non? 

Three Amiga Music Players: 

MjSicStuCSCtSML'S 

AitCUS Disk 7* 

Secmma A task sector edrtor tor any Am caDOSSe- 

strucTjred devce, recover fiestrom a trashed hard 
disk. By DawJ Janerol Merofcaora 

tooniie Reduces TBStre of IFF mages, companion 

prograrn, Ftecota. remaps the pakrtecctonof one 
pierce » ise Pe palette Won o* antfher. Uwg 

tvse fr F?^ ™ ! 5£ * Krwl ^ t)n ' inM 
to Worttench cons, ma*e cons took kke 

ntni n tK pttiH 

CodeDemo ModUa-S-r-cr-rn comers 3Kef-ttercqec-ftes 
to infrie CODt jtatemerti- Comes wtn a screen 

sc/olngeiar.pte 
AmBug Wortbench has makes the same DywakicrcB 

na screen auandom nterviJ Otherwise. 

com ptetefy harmless. 
BNTods l^reeeiampiesolassembiylarqijagetiodemvri 

BryoeNesbrti: 

1 . 3etLaceprog to switii intonate on&ofl. 

Z Why, reclace AmgaDOS CU Why 

3. Lcadlt. progtota2da ; ik3intorr,t<noryun;ia 

reboot. {Only the most esoteric hackers wdl Find 

Loads useful.) 
Monctace CUprograrn resets Pntferences to several colors 

ofmcttochrtrai'rferiWBrtenj Csduecais 



Sc^Maavw 



Daisy 



irdudod. works with asptayFmsJ. a CLI program 
wh£h dkpteji the cutm Preferences settings, 
A ray-traced anma&on of a perpetjal motion 
Barv^rukjr^rvachrerxKjcteilheUiestvers^ 
d ta Movie program, which has ihe abity a ptay 
sourts atong wdn she irimason. By Ken Ofter 
Eiampie of using the trarafator and narrator 
dereesto make tw Amiga tah. R is written in C. 



Qucknu Scie^-dfhiwanifflajkwarvJsfideshw 

thrash IFF images. 
SMbn System n«nitorA^gaBasfaprDgr^ 

smiite manpuia t Ons of fnemcry. 
Moose RarvJcmbad^gn^jtiprccn^.asTallwTtiow 

opens atfi a ooota restmbJainc Fkjfiw^nkjesayrtj 

wry phrases user dennab*. 
DGCS OeijigGrixMryConstrxtonS et.sn-p ie Lna.-iiofr 

based prog tor assembling and pnnSjng i grocery Sit 
The Virus Check dteJCboq hc*Js several progra-r i nUvq to » 

sartwa rs- virus fiat camt to tht US Iotv pram, in 
EwocaasdetaiednAT^r^Corr.puhrvj V2 i£ Bl 
Koesters fu3 explanation of (ha virus Code it iXfad- 
ed. One program checks far de software virus on a 
Workbench *sk: da seconj program checks tor the 
virus m memory, which could rfect Oder disks. 
AMJCUSDiika 

Nemesis Graphics demo pans Trough space towards de 

rnydcaJdarkAMhof the sun wr^wcrxterful music 
and space o/aphics. 
The KJckPtay d rectcry holds lea far. tesobu ic>«nlpitohestothe 
(Ccista-TtSsk. For Amiga i(Mracfcmiihotad 
EOTlonab^patirflaciMnhendec^al.XckF1ay 
otters the chance to automatical ir do an ADDVIEV 
for dd expansion, memory, as well as the abtty v 
change the picture of the 'insert Wort^ench* hand. 
A program is also rcbded far resionng de Dcrrect 
checksum of the KkAstad disk, 
KeyB>d BAS C prog edits keymaps. adjust the Wonoerch 

keynaps or create your own 
=Coa-.VE McdtetrieWoncberi^soneetirtoianfsareEfied, 

ixrscan>a^e^aicn.«risteaKl^bu' J ecnt- 
cotr cars are rtaujed. Put*c ooman program 
"laptoon" or tnishacon' ccrrrtr's WC0BT FF 
brushes to cons, to use DHyte Part to make cons 
fcrmrwwWorttiencn 
Brushtoon CcrwiTs brushes toeoris(biijrt docs). 
Egraph Gra?hir^progree^Kr]i4lue4lrOTtiteard 

ci spays them en de screen, unto » tna same- 
named Urn program .„ 
KeepS.1 Message-manactfvj program ior Bteccrnmunica- 

riens, lets you save messages from an online 
transcript B another file, understands the message 
lorrrat of the nalcnal networks and several types ol 
buDeWi board software. Moves lfreughtneBanscfpi 
and save messages 
KJ. & stir Speed up dreccry access, 1 creat« a smal Me m 

eachtbeacry on a desk when contains de nfar- 
miijon about ihe files, wi also remove al the 
tastdV fites trcm each drectory. by CL im ate's 
authors 
The LaceWB program changes between rtenacesrvj rxr-Lme'iace 
Workbencfi. Previously, you werelcr^toiebcot 
after changing Prefer encwtoariiriiertacedsc.'een. 
This proi^i Sips between denim aland e^enderj 
screen heights. 
PVf.Ultty A srarewara utfity for pToWrte users, changes 

naren senngs and fan types. 
Guru A C.l program, pmts cut probaoie MutestorOum 

meoatxrs: C source rcfuded 
DakWipa Latest from Software BsWery. removes i*es torn 
dnctones or dksk drrves . m ucn taster nan *dete&' 
Snow ATcsSasc oakessncwlakedesgns 

Mtst Maykngfeca-JiPa^ 

|!.'i*ti" =c"a "i [ - :i.'::~ .:;:; 
Short Moduia-2 program moves tie Workbench 
screen around after a perod of time, prevents 
memor burn-in. 
AMICUS Dill 26 

Todc* Fays SoundScape rnadule code from his An aung Computing 

anttdes. Tne source to Echo. Chord. "TX, and VU is 

induded. The Lance and Manx C source code is 

here, along wtti the executable modules. 

f L-.; ;: Update d prog to convert ?F images (o PostScript 

ties lor prrrfcngcr laser printers 
SDBackup Harddsk backup prog «tf lempei-Zrv compression 

to reduce the necessary nomsw $ *sk$. 
TCB Prats Frcrrraicn about tasksand processes nine 

sysBmiassenbiersourtai^rciucsd 
Fun&ut Ij^afurc^keyactfrkearipiasenesoiiefi 

mouse butten events- 
DC A handy program for pHOpifl who use an Amiga 1020 
5 ti inch dnve as an AmigaDOS 'cocy. A 
Wcrtberch program thai sends a &skChange signal 
to she ooeratng system: ftstead d rypng 
■askenanoe ere/ over and ever jgaii,;js:c>ck on 
the ttn. C source indgded. 
Systemoorfg File makes screen SC cokjmns wdeoliertniio 

Scrcbtefwerd processor 
DofcSSam 2procpmstorrK^theScnbbie'sc^ngctcticr^ 

to sv trpm the HAM dtsk. 
LancaJ Analyzes a le^fiie^gHMivfrGLrvvtg-Fog. 

Fk?so^andlQTC^in*c«whKhmeasi^e 
readabby. 
HexDump UoiJa-2 program to display menory taabon; m 

heradedmaf. 
Tartan Ami^Sasfa-designTanahplaidi. 

DiiMastw Diskcatekw program. 

BA^P plays 6SVX sampfed sounds in derMckgrcpundwhile 

scniethrng dse is happeninn in de Amiga, as your 
AT.ica is bean j. for example 
SnowP: CUprpr/amch3.nGe5yc^prxwtoagKw 

AV^US 26 a:w nas a K.:«tcn tf mouse pomerj. I Wprtber 
prco^mBdispiaydem 



SORRY... 

Do to the ever increasing size of the Fred 
Fish Collection, AC will no longer be able 
to maintain a complete catalog of Public 
Domain Software in every issue. However, 
AC will continue to update this abrievated 
catalog with new additions to the library. A 
full catalog of every disk and program in 
the Amicus and Fred Fish Libraries is 
available in the current issue of: 

ac guide/Amiga 

At your locaJ Amazing Dealer 



Fred Fish Public Domain Software 



Dnflfl oapianr*vjatitoalcwftLiserbcompte 
feS of r geo e rt s (recpes) and aLtonatcaty 
corautea'on>^x;s trz -^ , ':";-: 
V3. 1 , binary enfy . by Temy Gna 

Omake Seta reieaseof Ma.t sverjioridl the UN IX 
make u*hy, Feaves T.kftptectepencanaej. 
wibcard support, and boa, ktoksaM scuie. 
ByMattDinn 

EKQPtton Eicec^onisasetoferrcrhanctingro^riessha! 
provide a programmer wlh de ibtity 10 easly 
handle often fiffafltofflptem em rcmines. 
Routines such a s ho more memory, fle not 
ccen,reai>m:?emor.,,,K V0.6,ndudes 
source. By Genld T Hewes 

KfakFont FaA-10DQcw^is.wtlpermanerit!y replace 
the tcpan torrton [he k^start risk with J fort 
cahed look'. Ir^udesasampteindefcrmor 
an IFF picture. V^.rj.bmaryonly. A'sorcWod 
is Benjamin Fufer's sredrredatftiitiWe 
'SumKuch'prog'am, By Greg Browne 

Lttjnch Sampfe program showing how you can load 
end execute a program in the workbench 
envtonmentthenreturnKitneCU. tedudes 
Source. By Pekr ija SHva 

Regeip Arteany-ctAkctoma^rerripiemenaiicncfthe 
VS regera|3} package. Gnw C programs de 
abfly to use egrep- flyte reguU* eipresscns, 
and does C ct a m uch cteaner fashwn than de 
anafagous routnes n SysV. hctjdes scute 



TSr* 



By Henry Spencer 



_ rj flfae tu wd passe" type idity weh too of 
uses y d funaons. Feeves a pop-up irtuoon 
Cunj d ptnefg nMhpte tort and cofar 
recconoon. dfooenl and pipe suppon and I 
coupte of utity prognimt Vv*i. source for 
support programs cWy, By J&hn Russefl 
UnixUti A few CLI unties, .nduding some functona3y 
zr.u: \3 the UN.X'.-t'iS.cscf ^ ht; ra-cs. 
induced a-'B: Wc. Head, Tail. Tee. Detafr. 
Entab.andTrunc. DescnpMri$are7venirithe 
induded- ■.doc Siei. BrG47r>3"t 

-una 



Browser A programmers WcrVbench" AJowiycuto 
aaisly and cenvententry move, copy, rerjme, 
and deteK ties £ d rectones Irom a CLI 
emironmeni Also provides a method to 
execute either WoAbeneh or CU programs. 
VVE.L4>riateto^l34.r>wy Cr iy.g ¥ pei W da 

Sta 

GeoTuTse Acoupieoi interesting "dock' type programs 
based on the "Gecchron". Observe de earth's 
shadow sort acoss a map or gfabe m ruf- 
tme. based on the system dock. VI 0, bray 
enry. shareware. By Vtke Sm "iwc* 

GPnrrt A Back 5 ^ whJtegra crxsprJiuti^ toTEptt n 
rxmpatibte enrcers. CerT".ard *ne ocftoni 
acw seveni : "enrt err; oi ' es ax 
densces, Indujesi coupte ol sample sFFiea 
fffpnrang VZ03.b*Tary only, shareware. By 
PtferChema 

Jed Aricef/aone.irmrtcrvbasededwinfi.sQ^ 

user-ffiendry. Feat^eswcrfl-wfap.iutc-tnoent, 
newefi, aH butte'. spltwrw*, steytxard ma?o. 

help. phntirw. aid mgee. V3.0,bf«ryOnly, 
Shareware, By Dan Bums 

NoVirus Arcdier Anti-virus utiirty. Thijcne leases 
known andnewvirus dotecsion, wow boot 
Sock, save and res tc/ebcotDfaokj, several 
"IrtstaJT opfjcns arvj more. Wntwn in assembly 
Yl.se.bmaryomy. By fee WJscn 

HepSBing rwceiaJteCUialiy to replace any type cls-tmg 
flainyhrpecflilewiiri another ssngo! any 
type. Vi.u, bma-y ony. sr-a-eware ay Lucraro 
BMrip 

TrekTirvia Very rramous«-onventrryah/pe program far 
St2rTrek fans. Certains sMc-flstonswid 
aacitcna." tnvia disks avai'abie irom the audor. 
Eton only, sha*eware. By George Droussard 

Fred Fis Mh'sk 1 Jl 

awxuSP mmzaA *& kt- of de Xbso nterprtter 
^ - <*• Si- iBeo ,: :>; heulM 
Source. By David Sett: Amga work by FranoM 
Ffcub 

Bafy Anca port rfdetormer arcade care ranted 

Cc Li^^.rOe^^s.PromsedSorlilSr 
updates. V^.'.bnarjro-T/.sha-ewa-'e 9y 
OSver Wagner 

Tracker Usef J cebugc* ?q routnes amfii m Lrctnn but 
more won id dose of 'MemTFace* on 
Ff 163. Wil tac* and report on calls to 
A'kxWemfJ, FreaWom|! for lack sherool'] 
among others. VO.Oa {Alpha release]. By Karl 
Lehenbauer 

FftdnitlDHMB2 

'Amiga Message Cenier*. Saods a message 
from a text fie across de screen on a cctomJ 
background. SrniJartothe'gree-ngs" 
progra.T r s cevetcced by European Am iga 
erthusiasts. VI 0, bnan/ c«r By Foster Hal 

Edrnap Akeymaoed». AJcwsyouto read nan 
easing teymap fke H mcbfy rt to suit your 
needs, and save it as a ready-louse keyrnap. 
Vl.0. hctodes source. Autvjr: 
G>DesGamesh 

HR13G An IFFfitecontan^achartshowingevery 
posstote rhanureot the tiflwn base pakrtt 
rjotors, A!so rrijcted are :ct * : t-d and 
monochrome paeiss akvvj <mt\ several tips 
and techncMss tor idig pen «pi Karous 
z^-x:r'L~< =>Dic* HUM 

kwsmeroer Irtiticrv-Based program ro 6kg any two &rush 
Bes md merge dem ns an a^emate^iiagB 
type con. V2:0.S«narycrty OflWI/QtB 

Sam AricihfiflFFseund player with sei*al 
rxmmand-fne Options, hdudes several 
samples. V1.D, binaiy onfy. By Ki: WJscn 

SetFonl Altowsyoutochancteshesystomtoni with 
vanpus command4rne opwns, Cleans up al 
known bugs in FF7S. V2.5, includes source in 
C++. ByDaveHaynkj 

Fred Fish PliklH 

FocrtJ A utility for Ami iga assembfy programmers. 

Fufd wJ mad a 'FD He and outpui a Si* dar 
can be INCLUDE' ed rader dan hawng u Ink 
wrddecctossal Amiga bb' vi C.-ncLces 
source in assembly. By Feic Wysctarukj 

MAS Another tomfr HtnHtoi Am library 
that evofyed frorr "Eti* FF|7. Also incjded n 
a ibrary. Eic. whehcomans several fjndcr.s 
ret irxwed h de Mam standard *branes 
Indudes source. By Edwn hcogerbeets wth C- 
rjxioris from severa' drrtetent authors 
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PCQ Asu^SKiTipemEnxoncHatrBe^-rodsnEUiUe 

Pascal compter. Succcrtsrckjr>t.tes. external 
rtferofitt*. records. enumerated types, poren, 
arrays, strings and mere, PresenSy does not 
support: range types, the with' staiemert or sets. 
Vl. 0. induces source and sample programs. By 
Patrick Qua*? 
dHahDii-mfU 



C" 



A SBiaa brush u u C-oode image converter, 
CLL V1J) 



resnded tote used taaCLL V1.Q.&nafycnty By 

"•-■■ 6 rfi 

CaroMaker A programmers ad tor ctarng card nage dm 
that can be used in aty card game that u ses the 
sliTda-'tl £1 b.tJ deck. VI 0, binary orty SyTeny 
Gra 

OPS De-!C-.i£fs.-3n ifsp^mr*!*:!! itowyauia 

take any IFF Ste and save rt as a toery sell- 
contained executable fJa, without She need lor any 
lFF-v»ewers. VI .0. binary only. By Foster Hafl 

MouseUul Intuition based program to alow you so change ypur 
mouse speed wahcui having b go through 
preterences, Vi.1,rdjckHassemaysourte.By 
Luciano Bertalo 

Print Smal pmt utdfty descried erepfacothe 'copy 

<lleruT.e> to pn' - command Ijpens a window 
displaying trio filename bemg printed, length, and a 
stalus bat shewing percent compiled. Also 
tndudes an abort gadget. Vl.D,t>naryonly.By 
Luciano Bertalo 

VacSench This amusing Ifife screen hack wfl 'dean up* your 
WCfVEJefiCh screen for you when r[ gets too 
durtered! Binary onfy. By Ftandy Jouen 

World AtertadventijregamBSimiianoirielnJccom 

advenures of Planefal and Starcross Oj;g large 
wrth a tremendoLts variety ot responses V1.02. 
includes source. By Doug Mcdonald, Amiga port by 
Eric Kennedy 

FrrtFUnPW-TM 

Ccrnrnoffire iff Ths is a copy of the ofToaJ November 1*8 
CSMOdm IFF cask At rie fdes ri E*e 
"flocjTntrts" QttGBff are ri zoo Be 
*dccumsnts 1 do" 

AS* ^fflMG assembler cfijnaty written riMorJtta- 2 n 
1965 and ccrvertedttC by Charte&ttin 1967. 
Has been converted Id accept mettcomco- 
compatible assert bk* source code aid k yewr* 
Arrtga objects, hades source. Thaav£«,tn 
update to FF 1 1 0. 8y Bjfefl Anderson . C translation 
and Amiga *oft &y Crarte (3*6 

CarcsO'flama A s^pter^re relets you pvSftypgr 
memory. It is played w* a c*dtoiJ2 cares. 
grouped in 16 pars. The cards are shutSea ana 
Jen dtspfayed at fie begmng ol each garae Ycuf 
goal is 1o pick up as many jars as you can . unt" 
There are no cards fefl on r«e screen. VID, 
routes source By Werther Prani 

Gt2 A cute program that gwes thesmerie way many 

people actual? do, IE *rf s nearly ten Id Five'. 
ridurJes source in assembly. By Charte God 

SfllCPU ACP/Vsn^torlcrtheAmda, SimuialBsan 

D^aicrvgwrmHigteimir^ emulation. Indudes 
source. This is V2J, an update to FF1Q9, By Jim 
Cathey; Amiga pen by Charie. Gibes andWili 
Kusche 

Fred Fish Dish 167 

Qskperl Adiskbenchmark program which runs on both Unix 
and The Amiga. This is art update lo FFAB, with bug 
fees and more reSaUo measurements of [he laslor 
read and write speeds available under the new Fast 
Flo System. By R£k Spanbauer. enhancements by 
Joanne Dew 

HackUte This is the blest version me Amiga port d Hack, 
with lots ot Amiga specific erMicemems and real 
gr aprtjes. Now includes an easy lo use rflsDaticn 
program. Tr^isHa*kUieVl,Ofl f biriaryonJy.By 
SonWeDistSery 

Mapjj A versaule ctTnacro-key rdaxr based 1 on POPCU 
with a unique mefiod ol 'scfeen^tanking' 
wonlsaymorB.jusfjva! VV 13. rdudes source. 
This is an update to FF',61 . By lamas Re* jOj 

SerCPU A program designed BaJowine user todetec; a rd 
r Dd V vansus paraneBrs related a 12 brt CPU's 
frduin commands to enabie or iiab* tne mv 
data caches, swech on or ofl f» D30 born cache 
in* U ttquiw. ute f» UUU » run a BOM rrage 
■OH) 8£*M "■.•~v>.zr"':.z-^ifj*. .■i-c-.i 
paramexrtwhencaled tern a jcrct-Vi i, 
rrJudes soufcfe By Dave Raynie 

BoorJ-Tf- Tn.jrjrorya^o^eawasrjIrsox.theborAicc^ 
of aty dak, which wit appear after you rwrt tv 
disk for boqtnj ThelieeelnecanMup'oSO 
Chiraaeri. Thescrcirvgsiipcf'xncanbeupto 
225 character*, Vi.C, brfiary only. By Roger Foctiti 

c -:■- c ?i:amgim Jwcog jop si tat dta cMM 

reporwig on d Terences such as Un present /i or\y 
one rirecaory, dnerent modScaxn dales. *i"e? rags, 
sues, comments, etc. Vt.0.«ncfudes source By 
Markftniret 

ExecOiis A c$sassernbier ccrnrnent generator program lor the 
1.2KickstartflOMe3Klbraryimage. Generatesa 
commerrtedcjisassemrjiyo'trBeiecltrary. Vt.0, 
binary only. By Marius Wandel 

FastGro Alractai program, simulating Diffusion- Limited 
Amreoation jOLA] as rJescrirjwj in the December 
1 Sag Scientific American in the Com puter 
Recreations colymn. This program is about an 
order of magnitude Usier than the "SLO GRO" 
program oeschbed ii ScienTt'rr; American, V 1.0, 
inctudes source. By Doug HouCk 

FratGen A feaoal peneraiof proo/am ihat generates fractal 
piciires from 'seeds' thai you create. Thisisu-iike 
anyofthec^her1raaaJgeneratgrs"r»eseen. I 
can be used to load and display previously creeled 
fractal pictures, modty ets^ng fractals, or create 
vourowntracais. V1^. binary orVy, updates 
FFU2.ByDougHouck 

MemxvCicck Ackxkprcc/amLhaishcrwstheamcu4cl 
t ree laa ram, Ireechpram, as wti! as retime tm 
due. Inctudes source in assembly code. 8y Roger 
Fochin 

UnRex* A simple AReo interlace which can bo easily 

patched ireoalnosl any program. Induces as ar 
eHr^twfreedr^progra.mfnmFFi. ircjdes 
so.*ce Bf ~~j~ii -:-.:■. 

Nil Anewdcsdft«ratbeha»esl'j-NL:'tw:jTtka 

"N^'.trsarealrurtler. Ths makes ( usakJ n 
kfi (ri sttuaftom where 'N L" cannot be used. V 
CO. ndudes source By &umai Nordmark 

TtfDstfay A til 6stei program. SWrnere" or Tess", but 
about had !rie sue aid narxles ait soeen fcrmttj 
(jaWscrrtoia«morHrteriac«.r^ 
criy. fly Roger Fid-tn 

FnriRsftDiifc 169 

Mactae A verus'e ctmacn>)^jay nnasr based on PCfCU 
^lai-ncijere^xcti'scfE^oirj^-v;" Iwont 



mnonj.usttryi:i Versicnvso.inojces source 
updateotfriai-Airtiar; Terras Rokou 

taihick Ttw« part lofatwo part ctsinbution ot NetHack. 
when was too large to ft on a angle dsfc, even when 
2»U Pan;2t3ondiski9D. Both t)ans. along wth 
ux to unpack them, are requred lo use or refcuid 
NerHKfc V2J. rdudes source. Authcr: Various: 
Amjoa wf^ic by Ckal Seicert 

Uecft VJ.*g shanjwan- ed*r has iMmmcckt. aoom- 
mand •er^age, rrviucubbn^izxri, and utfv user 
cfl flE pu~at*frh/ tn pMtoiaBfc t ui/w , B*nary onh/. 

snareware.UctMietoFFl73Ajtricr: FLcxSVes 



Frrd Fah Dirt 1K. 
Ga,-|tccns AcoHecSo 



'ixr; '■ •C'-.-r.tr;? -ere -v^er..-; :-■: .:-. . xr; 
Aurhor Gvvnosoman 

LEY 2 n^geTjies an IF? pc^re and generj:« a C scuse module 
wrich can be compiled and Lnkec with your program to 
dsplay he picure with the imiiion Drawhiage 
waatL Btfiaryonty. by. DenrsGrBen 

NetHack Trtsis^EryarwaMflOs^rxtonsft^Hack. 
when was too large tc frt on a srigle disk, even when 
zoo'd. Pan lis on disk ^B9. Both parts, abng with 
joo » unpack tnem . are required tc- use or retuld 
hiesHack. v&3 trxiuoes source. Author; Various: 
Amrja work by Dial Seiiaert 

Fnd Flali Dirt 131 

BiitLab BtiHab is a program wheh tets you expenment with the 
bLfier, to your hoars cement, m relatrve safety, rt 
opens a workbench window with gadgets for al the 
redsiers of the Hi-fier , and allows you to mamputate 
individual ragistsrs and perform bSis on a magnified 
bitmap. VM.an update to FFR Incudes source. 
Author: Trjm^Ftokicki 

Btk A requester making tool emr>oy.ng various reojsive 

a'ccrrr^srciudiftgarerMSvepanjer, makes 'input 
ten Wes and converts twm t& C-jourte k* nc>j(inrj 
asrec^jeserdedaraiions. Update ioFFI 52. wrri 
manyenrarxements Induces sw-rce-AuSion Stuart 
Ferguson 

naBooffitodk The sfr^el-eprcyimreatebtocksOand iofa 
boobDH desk and Sovss them as a program He that 
canbenjijhwwilcrtiidtor djsassericied by 
prtgrams Bee Dffi or DSU, rdudes source in 
assembly code, by: JohnVetdhis 

Seel ArjortdaLriiiirers^dareelrdrsribuablascfeen 

onemed, rteracM, scefcig checker. i;pcaietoFF54. 
wirienharcanimbyTomuRokeki V2CC2. 
indudes yxizt Aurcr. Pace WrSswc 
ertiancemerutjy Tomas Rokckj 

F;i S Computer verson cJ those cheap pias: : DBHIbI with 
t S wnilB t*s rur-bered t througn 15 and an empty 
square si a * by -i an^ngemenL Thrs one is more 
ctuiengrq since ycu can! solve rt by fuS pn/rg cut 
Pe peces- irkxtes source. Aufur Mice Hal 



fcm^ 



package afcws you v manipUaie eipressons. 
Curiertyiatwom^Krdwrtsareev-alua'JCftar'd 
rlberenutcn. -t a vj ooe* seme base sn-p^caxra 
(based on pattern mashmgl to ma^e^eresuS of" a 
rJflensnWccflmcfepreseniabi*. tnduoes source. 
Author: David Gay 

PacMane7 ThsisaniceiinM'pacma^liM'gamet^scmenew 
features lie fire pus. staboing knrvej, electnc arcs and 
flame throwers, that must beavoded- Has wee levels 
ddinVulty.easy.meoium.andhaid, Scun&eanbe 
toggled on or off. Keeps a record of the top ten scores. 
Shareware, binary onty- Author Seve Jacobs and Jim 
Boyd 

ReSourocDemo A demo versonof RoSourca, an interactve 

SsassembleftortheAmiga This is a comptela version 
except that the 'saw' fealmes have boon dsabfed. 
36. binary only, by: Glen McDiarmid 
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)Ed AJiswSyOu to change the KeyMaps used with SetMap 
Ths is a lull featured editor providing support for 
rornal. string and dead keys. The heytioard 
represented is tr&rr; an A2O0OA5O0 but it is hify 
compai?b*e with AtCOO ■teyboards. V152, rdudes 
source Author: Tim Fnsst 

Ii Thsisarncdtf-ed^SOToftheSoicconCHyripfier 

hcmFFiJi. t has been mctfrSed lo generate code 
Wm&atbk- win rt A6& assent*- torn FFlfie a-nd a 
new trcniend tonjoi prpgra-n makes it easy to use Bee 
peUfJix-«"!roniend. Vi.&i.ri*ces source. by; 
Jcnam Buegg: An^a wort by Jce Mxopmery 

Fn>dF.sh Pitt 194 

Mona A s^d* ptopy durigeon stfnUaKfL The object -of she 

game is to oefeat the SaJnsg. wTdn lurks in tie 
deepest lerebritacUigeoa You begin at tie town 
level above the oXrgeca where you may acqure 
ante, weapons, an-x and magcaldevcescy 
btflK rci t ■-":.: t~<::*':* Ensat JMcn *■: 
no the dungeon to do base. Amiga enhancements 
tfictude pul down ntnus. gnptics mode, pdcup 
mode, a corbnuous m#4 mode, a real w^e mcoe. a 
mtss^wa^ivumode.asweiasrxher 
ff>od£ca*Cfts to rntruve wenl paya6*rTyand:o^e 
acVa-^c^drrtLrtc^lea^jrisc/theAmca V3.0. 
binary only, reqiires ai least I Ub ot memory. Auher: 
Robert Alan Koeneke and others. Amir^ version by 
Richard HaTderson aid others. 

FtfrJFitflDfaiK 

UooEMACS Version 3,10 of Daiiel LaMences vanantol 
Dave Ccnrcys micTDemacs. Trks is an update to rie 
version released on disk 119. Hew features induce 
multiple marks, more function key support, a better 
crypt algpnthm. and end-of-word command, b 
commandSne swifch for sotting enwemnent vanabies, 
new hooks tor macros, a command to strip trailing 
whitespace, i rttorna tonal -zaticxi features like foreign 
language message support, horizontal window 
scrolling, much faster Bearcnabprilhm, Amiga inturbon 
support, and more. Indudes source and eitansiva 
criTOdccjmentaicn. Author OaveCcnroy.MAKY 
enhancements By Daniel Lawrence 

FrtdRthPitk i% 

HamPics. Theseare some of tie most stunmg 4g«tiied pctxes 
yettortheAmiga. They were scanned at a resolution 
of Am by EflOOpijetOfrbitSper pJe^cnan Etaii 
i'05 , skde scanner . cropped, gamma corrected. 
Scaled, and converted to Amqa IFF HAM fries. They 
aractectivedwmajrjeaalliflUtoad^triKhandks 
overscan HAM images. lrick^^scu'»lorrheri$play 
program A. nor Jonathan Hue 

F.fdF^Dlstigr 

CTags Cfeasj a tags Be ton fe scecSed C. Pasca. Forrra.i. 
V ACC, i ta, or ba Sourcea. A tegs Fe c^n ce used by 
a cccveratru edoor u tjjddy tea* spec fi ed objects 
aaprcgrimsscurcecooe Berketey Va J. rdudes 
source. Autur Ken Arnold. Jrn rCeckner, and Bi Joy 
Poned u Amga by G R (Fredf Water 

Fnd FnrJ H i unity wheh searches for ties that satsty a 

9*vi booiea.1 ei presson cf trzcxf.&i. statng Iron a 
rg« pfihnam* and searchng recunwe»y down through 
tuherarchyryiw fie system Very much ikelhe 
Uni* Ind pregmrn. Vi^.indudnscuce-UpCaiete 
FF!34Au!hcr Rodney Lews 



at 
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FoHunk A program to mody eiecutatJe lies to atewthem 
to rj] f\ eitemal memory. * brcti afi DATA and 
BSStu*snrie Ve b be loaded rioCKP 
memory. OODE hurJis w* sal toad no FAST ram 
rlavalabie. fiewfeatjes u -djdeanr^a^.e 
mode to seiect where each DATA orflSShurkwJ 
toad rn memory, supocrt tor overlays, support tor 
AC BASIC compted programs aid support tor new 
ru* types as used by *t*r*'. V2.i.tararyonty. 
Update to FfW. Author DJ. James 

Nro Anorflerrcflsty^lerttomaaer. Thisrsverson 

15. an update to She verscn released on disk 79 
New lettunn rdude rjenenftonoi utSMSO 
codes tor tod, talcs, and uroarine, mora than 
one kDrmacing command on a (re. tongei macro 
names, and many more tcrmattng commands, 
Inctudes source- Aufipr Untinowfl. posed u 
usenet by Alan Vymetaifc Many enhancemens by 
OUISeibert 

Stevie Apucwc cdmam OcoecJffielJHlX'viedtor. 

Suppcflswirtoowsiiing. arrow keys, and the help 
key. mSamdudes source Update to FFl 66. 
Author Various. Amfla work by G. A. (Fred) Walter 

f red Flan Btt i^a 

Charon Charon is Bradley's entry lor the First Annual 

Badge Kiier Demo Contest, The text ol the demo 
was wrrtten by Lord Dunsany (long bet cm the 
Amiga). BrarJey created Theilrustajjons and 
animaSon, The soundtratkisa sracClional Scottish 
tune -The Arran Boai" by: Lard Dunsany (1&1S), 
Bradley Schenck (1986) 

Fred Frsh Disk 199 
itnpeax An aplomentaton of the Simplex aigomhm fv 
soMrvjirearprcorams. Ilusesthestartoairdized 
MPSXlvmit for input data ^les V1.2.irdudes 
source. Author: Stew Forsler 

Csh VS tJ2a c 1 a :sh like shc-c derived from UaQ Otiton s 

snei.V2.07. ridudesmanynewor improved 
commands, some bug Jjujs. etc induces soura. 
Author: Mai DJdn, Steva Drew. Carto Boneo. 
CesareDieni 

'.' I :■:■; a -:■:■■- blMitH«n) sar: v. »^r r-- 
Am9aandiFtotandS-220. V1-J3, ttnary onty. 
Authcr Orter &-jns 

Pyra A screen biin»^prccramrva;c«s beyond the 

normal tfankng process When then* ant no rput 
events, pyrtr diet over and stats a htns ffewcrts 
drjpUjy m cctor, VI. 1, bru^yrjnly, M£v: Steve 
JacrtS and >r.Bcyd 

SnpDemo Demo versoi 1 2J ol sonal processmg program 
so*dtyD»gca: DynaTcs flnaycrty Ai.nor. 
John Hodgson 

Viewer Avery smai prcgram lo/dsolarng IFF ccues ot 
anyrcsokjDon. Thts one is wncen li assembly 
code and is only 36£ bites tone anaryonfy. 
Author: M*s McKOick 

FredRshOnkMO 

NodkrvjAgan Dr. GandaJfs entry tor the Fm Annual 
Badge filler Demo Contest t is an menaced 
HAM anmaion wirh nicety integrated sound 
ettects. ft is a great visual pun on the original 3oing 
demo, but to say anymore woutd run the effect 
Binary only, requires 1 Mb of memory. Author: Dr. 
GandalHEnc J. Fleischer, MD| 

Tank Ths is Vreenfs en jy tor tv3 first Arnual Badge 
KilerOemoComesl. Ilisariarinationcfa 
tishtank srnulalor" with sound effects arid a cute 
twist Binar/onfy, Author: Vincent H Lee 

FjedFIahDislj.ZQl 

Draco Update to Chris Grays Draco d;str;buw lor the 
AmigaEnhjiKements include support Iry Heat'ng 
point, register variables, momooiinijatpn. 
improved cat! returns tanrjarrj, etc. V1 ,2. an update 

15FF76. ReCjresrJCOjrric^aicnlrorn FF77tc 
cctrip'eifitr«dstnbu!jonk3. Btnary only Author; 
Chris Gray 
DrccC oth DropCiori!etSrcurjac$apat!em.a2b^anelFF 
-a;* ora coT&na'jon cf a patten and maje, 
irTotheWoABenchrackffpp. Thsisversipn2.4, 
an update to ve^cn 12 on disk i2&. Shareware, 
binary only.Autnor: EncLavtsky 

F^g nan Disk, m 

SavcFoms A who* bunch of rww foro from Room LaPasha 
Venw tjrXAUhon Robin LaPisha 

VI VlTist»ctaVTl0OenutirtorandaTe«rc*a 

(401* pkis mtset ol *10S) emilator, cwrenBy fi 
use at SUC (Sarford unea/ A«*k?ratcr Cenir) 
Aftheoah me VTi CC p*i *as cri6oa*t tesed on 
Dave Wecker M ai s VTi 00. many erwcemerQ 
were made The irec-a.*-. r«x»--es AF:= aid t us 
anAHenport. XMOTEUtKCflCandKeaiit 
protocol fuppcrt a» rcJuded Version 3.S56. 
binary only. Author. WSyUigeveW 

Frtd Fish Disk aa 

Eumpes Assertory and C code examples, ncluding seme 
oW&vwn«Oiwip5«chtcyandyachtc31 
[JowncodedtoassembryEanr/jage- k-dudesa 
replacement lor the cmaal' audo devce, an 
example ot reasng a sutfesfc. a rewrite n 
assembly ol R. J. Meats fjg requester, an example 
otristaiirig a custom rpu handler ahead ot 
infurton, and more. Auttor Jjm Fjotb 4 Jeff GtaH 

GurusGuide The scuce files for all examples published in the 
"Guru's Guide. Meditabon#t: Interrupts' by Carl 
Sassenrath. the architect of the Amiga's tow -level 
muftrtasking operating system and designer of 
Exoc. Author: Carl Sassenrsih 

Isam A ibrary of toufinos to access retaSonaJ data base 
systems osjig the index Sequemjai Access 
Method (ISAM). This is tela versicn 0.9, b^a/y 
only. Author: Kai Oivtr Ptoog 

Fred Hsh Disk 2W 

FteFleq A simple fie requestor, written as an exercise by 
The author to see how easy ii wouM be fit wasn't), 
indudes source. Author, Jonathan Potter 

GftoGrep The grep prpgram Irtm jhe GMJ project Replaces 
jreo^iip, ^rjc.jitfr-ij'E-p C<.".f',-c?-'>.- '". 
etpand Arruja stye wiUcards H so if you wish to 
scan mutope In ypu m need to use 4 with a 
shel fiat does thts lor you vncnlJ. rdudes 
source Aunor like Haenei. James Woods. 
Arthur Qson Fttchard Staaman. Doug Gwyn. Scott 
AnJenson, Henry Spercer 

KAMCu reMsar^siomcrjpperksttortheojT« 
view(u5uah/workberr^)natrxnsairsaIffie 
cctanfrwinTnOTiQOrff. Aneateflectandan 
easy waytoshwcfliheoofcrcapaoioesrffie 
Arnica, hcudes source. Author: Jonatan Potter 

lmage-cd Aisha-ewa'eixnedt^sjbmttedbylheajnor 
tor L-duson r Pe Vxvy Suggested shareware 
donaton ol $20 Verston 1 3. Ewwy only. Autor 
jpnaffariPwer 

JPCtock a short ctocx program Ta\ is just packed wtji 

lettres, rdudes source Author jdnarian Ftcer 

McuseBouxe A short hack-game that makes your rase 

porter bojnce around the screen. The bHkI is h 
dose the Mouseflounce window and an tie game. 



Each wne you tkck pe ncvse buasn, r* porter 

speeds up inctudes source, by: Jontrun Potur 
PepCV A sm ai uatey w hich -pops open" B neb you took at 

the cameras d a pancular drecory on oerjnd 

Versoi 1.4. rdudes source by. Joraihan Pouts 
Popto/o AsmaflLti^whch-r«psoDen ugrvtycu 

irtomafcn acout the sta ia ot your devces 4 

rnernory. V2JJ.neuDWscuTe.by:J.Pooe« , 
Teacher TeaehwisashorLsipptehack. Iwomspolthe 

lixrjytenngvewiir'JtrtDOH. ricWes source 

Author jonatTan Fere* 
Free Rsh D,rt ?K 
EaJj Ax^a port et the tanner arcade game named 

C'ck Thsvenson now has sound artects. 

VerE£nll.anupdxtetoFFi&i. Brayorty, 

sha.'eware-ty: Ctwe/ Wagner 
BadfeForce A nicely done shareware game . suor. * ed by tv 

author, ma! simuiates comba* between two or 

mc«c^,rcda-lAemacr.r«s Bna^only, 

waon 3Hi . Author: Raioh Reed 
Chess Aponcfachessgame-xstedtoUseneL Thisis 

an update to ne version first inctooed on disk 96. 

IthasbeenLpgraoedauManAmcalnturtai 

interface. Version 2.3, binary onto /uthor John 

Stancack: ported to Amga by floo Lervian 

Versdn2.0 upgrades by Ajired Kaufmann 
Fred Fish Disk 206 
Browr.ian A demo based on both (racial theory ardb'ownan 

motion. Includes source. Au?ior: JofcnM.Orsen 
Hawk Aslereoimageof ahawk. Requires red.'green 

stereo glasses to view Author: Unknown [no 

oocumeriiaiion induded) 
MemFhck Treats an the memorj in your Amiga Ike a was 

pan ot a bitpiane msde a g/apf>cs dspiay. 

Prowles son of a graphical picture d your 

memory usage. Brory onty. by : Jm Webste* 
PeX A demo ol the va-.xs ?zp\x capa&kses of D* 

Amrga. Auftot: (Jnknown (no docuTerttttton 

ifduded] PctireGa-flen AnctiHdemo. 

ar^rerrfiy m compted base Aulhcr: 'Jnknown 

(norJxumenta^pnindudedl 
SteraoDerc AoempD'stenrscco.:ri'ao--s *-rtf- 

jn assembly language fequres redgreen stereo 

passes to. -ew.rdiudBscaces.Aj(hor: Davto 

'■' V;-:-::-. 
Tnee 3 demos cJ somie ot the Amga'sgraprtcsarid 

Hxndcapaba«ei. fltnaryonfy.by: Tew 

" :- ■: ■ 

CeyDM Gn rsemry u v* 1968 Badge K*r Demo 
cortest A*tn/aae »-vj targe) anrrahon. 
Requres about i90C btockso*" diskscece.solif 

:_ ".-: -i ■: :~ : -. r: _ 
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FttJ F^ih Disk .203 
Bowl ThTsTTi 
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ns is Vems entry for the 196& Badge Kite/ 

Demo Contest llisaScufpt-Arjnateaiimat.cn 
that shews rnree colored fca! ; s Tyng in circus 
above a mi/rored bowl Rendenng ttvs animatcfl 
toe* a&out 2 weeks. Distributed in zoo tormat 
because o! is sue [a» procram r^vdea for 
ea5yunpa:klngj.AuhO!■: VemStaats 
A program designed to work witi ;he Pr.niScnpt 
prog/am, a commercial ?Ds:S:ripi ^:erpfeief for 
the Amiga, !o prov^e- a page prgwiewer. v 1.1 
arvj r-rjudes source by Allen Ny&Q$ 



Fish DIsV 210 



very nicely ppne saent^oTrog-airmer.'piotle' 
ca'tutaicr. The soemif-c portior.has rest ol the 
Dperaiions found on the mora popular handhekJs 
The prog'ammr*! corton has H the speca : hex. 1 
pnu-. :r: - a' :o-.rs o-.i as met as reg-ster 
:-::-: •. •:. =CL .;. A*,: :- O^ 
i': '■ . : .-■-:■:-:- ^ ;z^::^.2-- Z'--y 
'■:.-.: : .:.■:■'. --.-ru ', mouse) o 
■eytxa-C cce-atcr c/-dow-ierx I s,and 
i ccnaa ton vjCbnaryorty by JfHByYtng 
A progTam mat attows you to easJy prra la&ets lor 

yourdtks Vers-on * 1 shartwfre. 6fWy rjnry 
:._.. .*. . "rr :.rcr AuTOr: Andreas 



■■'.i-^Z y 



Esperanio A t^ y na pawcBca a enBusai wno. nsan- 

i joon wt ffljhestf pted Kate ton wit a: tow one 
lo tyoe r Esoerantc and We>sh. n any program 
raiwdi^ekevmapsstoraspy: GynGowrq 

tnage-Ed An sharrrware icon edaor sucmtted py tnt auw 
lor induscn in me library. Suggested shareware 
deration of. S20. VIS.biraryonty. i-rxesa 
serious bug in V 1 JJ on FF2C4 , by : „'. Potter 

SignFont Akeyrr^arto'forarialwilaltowrneusertobe 
abfetotype in Amer-can Sgn Language, provided 
that one knows the torn Author GtynGowing 

Vfur^ontrol A new wrjs detetiron and ccntroi program 

Ihat checks risks during insertion, pvotecta from 
Ink viruses, shows boot block ona Screen. 
pgribdfceJy checks tystem vectors, ccntrofj 
access lo files wnh a requester ,eic, V1 3, 
iWu*s full assemby language source code. 
Author: PiusNippgen. 

FrerJF1shDlik21g 

Aice This anmafcen is Carey's em/v to tie T&B3 Badgii 

Kile; Demo Contest Author: Carey T. Petto 

DrsiSaJv A dst recovery profram Ipr a'l Am-ga f :e syi'e^ 
devces thai use either the Amiga StaiSard F*e 
System ortheAmgaFasiFite System, DiSksaJv 
creates a new Hesysiem structure m enother 
devce . with as much r*a& salvaged from W 
onginad device as pos*Se Upaai»toFFlT7. 
Bnary only. Ayrncr. Dave Hayn* 

DogsWorto Ths arm atoms Charles" en^y to Lie tsas 

Badge tOpf Demo Contest by: Charles Voner 

Fred Fish Disk fa 

Cucug Thsarsraton tftne C-i-pa^rJ-caru 

Comrnodore Users Gtxcj oop *as submdedto 
the 198S Baage OW Demo Contest by Ed 
Serb*, by: Ed Set* 

toons Atrosi 300 certs rie^ ('leckys usesa 

speoalprc^amtec^aieigrtcc^woAierd^ 
to ctsptty these cc i, wt>ch were made wti 
OPav^landtoonGen Most mns are moaturei 
d the mam sorter, d C"*r correvcordng 
programs, or the pctuns they shew, made "nth 
-ioorku' and ■reoobr* from FFS5 br- WO* -Peter 
rjehnick 



For PDS orders, please use form on page CUT 
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Correction! 



The article "A Look at PageStream" in June's AC (vol 4.6, p. 35) 
was incorrectly listed as a review. This piece was originally 
planned and accepted as a tutorial on the workings of Pag- 
eStream by Soft-Logic Publishing Corp. 

As reported in the article, the author, Barney Schwartz was a 
beta tester for the program who also assisted in the completion 
of the product's manual. Mr. Schwartz has also completed 
several other articles for AC, including pieces on desktop 
publishing. With these credentials, Mr. Schwartz was an 
excellent choice for desktop publishing product tutorials or 
even a review, as long as his relationship with these companies 
was clearly stated. Mr. Schwartz made this statement in the 
second paragraph of his article. 

Mr. Schwartz created his article while PageStream was still in 
advanced beta testing. It is AC'S policy to refrain from reviewing 
a product in beta testing. However, sometimes a product is near 
completion and the beta version is practically error-free. If the 
company can reasonably assure AC of its intentions, we will 
publish the review with a statement of die product's status at 
press time. 

While Mr. Schwanz did make these statements, the article had 
only been cleared as a tutorial. However, Mr. Swartz's zeal for 
PageStream flowed heavily throughout the article and, even 
though it was listed as '*A Look at PageStream" and not referred 
to as a review in the layout, the article was incorrectly placed as 
a review in the Table of Contents for AC June '89. 

According to Soft-Logic officials, Mr Swartz received no 
monetary reward from Soft-Logic for his assistance on the 
program. He was given advanced copies of the program and 
several documents which were to be used in his efforts to edit 
the documentation. 

Although the article refers to "minor bugs" and the fact that 
"corrected versions will be shipped to registered owners within 
a couple of weeks," numerous crashes of the program have 
been reported both within AC and by our readers. Soft-Logic 
official Mark Wetzler narrowed our initial problem down to an 
incorrect printer driver. (PageStream apparently requires a 
special driver to handle its printing with slightly different 
features than the standard Preferences file.) 

We have requested a copy of the current PageStream being 
shipped to the public and, if possible, the beta testing version 
designed to correct any current problems. We have received the 
new PageStream, however Soft-Logic respectfully declined to 
provide AC with a copy of the beta version now in testing. We 
understand their desire for secrecy, yet we are unable to verify 
if future copies of PageStream will provide users with a 
completely "clean" product. 

While we respect Mr. Schwartz's enthusiasm for the Amiga and 
PageStream, and we maintain that no product is ever 100% bug- 
free, we must agree with Soft-Logic that the current program is 
not as "error free" as reported. Soft-Logic is working to correct 
any outstanding defects, yet they are unable to provide us with 
a completion date. Please temper any buying decisions based 
on the previous article with these comments. 

We apologize for any inconvenience or confusion this may have 
caused. 



FredfishDlaK.214 

AfePfftp ArtPrOp prepares files and'or directories to 

a/ehival wth arc v any other prog ten that can i 
scan :hrour/i flimnl directories and'cr hands 

iar^McraTes.va.l.i^i'ijbfj'SSOjfes. Aijtar 
Garry Glentiown 
MantieiVroom A MandefcrouJulia-cufYe genera: re; 

program fat features £ve numerical Generators 
(inteper, tip, ieee, 020, and Q2J8&1] in hand- 
cratiodasMaiby hr maximum speed, onine 
House selectable help for ail functors, generalioni 
d multiple prctufM liniultartKusty., a sopfiistcaled 
usefinierJacc*ti f isriadw.93d^u.e^ Some el 

the oTisr features irtc'yde ;QOT.rragr)ily l .ccIor< 
cytfirg, contouring. SulO'CWtCuing. fostcgrafl, 
statiftcs, presets. ert r a-hailorte sjpcort overscan, 
QfWs, pen mode, and mere. Requres 1 Mb or mors 
tf memory. TrisisrhescurMtt^O.ahuodaie 
KFFT8, AcenipietfbifflrfY.alcngwtthhe^rles 
and wampfe mages, tan be bund w FF215. 
Auflxt Kevin Cague 
Mem frag A MOory rj^nosTc program b^entfy addresses 
which prwuce memory errors, and a memory 

addresses from the syswis tee memory Est, una-' 
such tme is tie hardware errors can to corresed. 
Version u.rtduaes sore*. by: f abtian Dutoe 
RunBaek Another tfsp. in to e^uwn office Peevs 

rViBackGround program, from disks 73 and 151 

Allows you to ssrareACLlaK-E- =-■: "- - 
the fiaaoround, then doses ne new CLL This 
VBTBion has ceert enhanced to use ne NULL: 
device by Gunnar Mordmarh (induded). which is a 
•teal* devKe, so rt solves pro&'em s wen previous 
versions of RunBatkwTiiciiusod tv Nil; Mate' 
<»vi», ca-jf-jfig .ms^y trashes. LKJudessource. 
Author: Rob PkV. Daniel Barrett, Trr. Maffet! 

Smanlccn This shareware proo/am, submitted by lhe author, 
is an htutcn objects :ccn:(ier. Version 1.0 is 
liTiited lo iccotying windows, whicn is sii\ very 
handy. ItabasanenTeontfygadr^'toBach 
hinder, trial when clicked on, ix-r I es :re w - iw 
irrBaniooriinOwramjd^sK. This is Sesame 
veision as released on FF534, bul now includes 
the source code. Auchor: GauihierGroufi 
d Fish Dish 21 5 

Manoeivrrxim A H w M ffi W BftHaifVBfll ntflfl nfl 

prcgrinuMStesiwes F.^numencaigenerajr/s 
(integer, ffp, «eee. OK), and 020'18iJ nnand- 
CfaUed assefflby few m annum speed, online 
mouse selectable Wp for all luncUons, generator] 
o( mtrtple pictures simultaneously, a scphistscated 
uttfirjiertacevr#i shaded 5adgets.eS- Some of 
tfw ooer features «*jde zoom . magri fy . ccior- 

tyclrg. Ccnlpjifig, a^C-OTlCt^ng, Nstcg?sn h 
statistics, presets. eitra-ha L frrte support overscan. 
Kbits, pan mode, and more. Recyres 1 Mi or mere 
cirreTiory. This.s V2.Q. anwpdateioFFTE 
Sam ---■•:■ fl*c* ff::; l, -'-_..-- z-,^ 



Fred nsh Disk ;is 



Fredl 

Mince 



CW&ntf 



Cloud 



_. JvplJtaWMtgdetalpinOTwfchwiB 

then to ifeptayed on m werttorxn saeen in the 
ngrmaly amply area behind a] la window*. 
S^iiar r.ccrtept *.a DfapCbrji.faLtttisone does 
m requra workbench ta be ^aded | arti does net 
mhabrtveryweilwiihwrjrkbench). Inducts 
source. AiShcc EddyCarroa 
An Aprf Fcof j spool that tuns your Am oa into a 
C&i, or at ieast rr.akes 1; x* i h a; way. t^iufjes 
SCyrM Abther EtJdyCarrQfl 
A prooraT] Ehatgeoeratesanddisplavs irac^l 
surfaces thai look r£jmarlap.'y like cicud; Based 
on ideas from the too* 'Fractals' ty Jens Fedec. 
Binary only. Author: Mike Hal! 
PnSpoof A DOS harder, a pnnt program, and aoorrtrol 

Gogram that impiemeni a pnnt spootir^ s.ystem. 
ke PflT:. the DOS handler waits tor stuff to to 
senl Id it to be printed. The print program! does line 
numbering and pace headers. Tha control 
program hantfes sdmjii strati ve functions. Binary 
only. Author Daniel Barrens 

VjusX Version 3 20 ol the populai virus detertorv 

vaccination program. Features a test ter 3 new 
vinjseaancethe3.IOvers(ononFF175. Includes 
source. Author: Steve Tibton 

Wanderer A neat trie game with graphics and sound, ponad 
from roe Un« ^rsion. crtgina!!y witten cm a Sun 
wortsH^on, The idea far Wanoeref cane from 
games suchasBouSdefdash^Xor, and the Repton 
games Irom Soperor SoRwara. Induces a buftjn 
edTor fer e^lenang the game by stfng addEtjanal 
JCre«P4-V3Zindii^Scijce,Air}Tcr: Steven 
Shrpwayarcotners Amiga pcfl by Alan Bart 

FntfFfrh.Diimi 

ArsCBS An anmaacrs coefced up by Leo in xoiest of CBS's 
Qovereoe of lhe Hacker's Conierenca n Oct 88. 
Ah*r readtnfj the transenpt I was angered enouch 
lo feet this reeded widespread dishxtion, even 
thcuonriLsguitr>d.by: u» Bois Ewhac' Schwab 
A 5m a3 rep : scerne.-t for tie A.ti caDOS eGX T*: 
wsi dc Kjrce special functons, such as dear the 
screen, dele* lo boflom ol sceen, scroi the 
screen, p&ce she cursor at a partcJar bczbon, 
and set the text srrte ancVof cofcr. :nc'jdes 
source. Atrtw: Gany Glendown 

InsallBeep Th:srjnMramrcpiar^1heD.sp^yBeepfur5ticnso 
aiatar IFF BSVX sound is played hstead of the 
screen flashing. The PtayQeep function fun& as a 
task in the background and runs asyrchronrxrsir sa 
lhe kenrrth cl the sound dees net slow anything 
down. Includes a couple of sample sound files, 
Versir^v1.1.binaryori!y'.Aulhcr: Tm Friestand 
DonWithey 

Sn'plt An input hanrJer wedge which aSovs you to dp 
lert from any window and tnen paste that tent 
a~ftfete. as:hcj^hycuhadi)pedJtonihe 
keyboaid You mark no text you wan to 'snip' 
using the mouse, and then use Lhe mouse 10 
"paste* the last snipped text into the active window, 
requester, cr anywhere. Version 1.2, includes 
source.. Author SconEvemden 

SortiiPeeh Autiii^aiatvouiistaittoLnHfumftntsuseaby 
one or more Ac^sSonit score file*, ttcansoan 
indrvidual files, or searoh one or more direcsiies. 
chedcig a'; scce ' :■! ■- 22;- 1 ■■?:■:-.■. T-; 
outDul is a list o/ e.\ the Lnstumertts &* need n 
ha ve preset n order to be abie to play die 
indca + 5dsccre!tes Includessoace.AuSxr: 
Eddy Can! 

A pubic dom a-n ckne of he UN I X yf editor. 
Supports window- sjrrj, arrow keys, and tivtvb 
key. \36.«^s$oufoe-Ths e*n; update to 
V3 3^ eri FF 1&7, Autr^ Various. Amiga work by 
G.R(FredlW«« 



Echo 



S:ev« 



Alibrary oEaddtional funcwxis lor Mam. Thius 
Vt.l, an update to VI .0 from FF1B3 hcWes 
source. Author Eowsn Hooojefbeeii win C- 
functions from several o'ilef ent aushors; 
Another msrafi ; D(o[genMaiorpro5farri r wilh bis 
and pieces of code from C. Hea'h and R.J. Mica!. 
This is VI J. an update to FFH1. fsSew features 
and improvomenls inc'ude an Aflew interlace, 
coordinates in 515 hi motcslale:nlo saved «n a 
picture, ba^ fi'e>. prog.'dmmable functorts, and 
rtME clotting opftgns. includes source. Author 
Ola I Serbert 

Aprc^ran that lets you build mazes and ihen solve 
them. Mazes can be trivial one ievet mazes to very 
d.flicuft*ireelevel(nazK. Verstonl.j.ircturujs 
source. AuScr: "odd Lewis 
Patches JorPCCopy and PCFormatfrom the 
EXTRAS r*s:t, ta KM rndtao, 'iffliTg, and 
■:-.i--;:- --■-■■ " v'.';.;'.:- v.- ■:<■> 
induing 723K 3i' diskettes. fiiTwyonl^.Thisis 
an updaa to tre version on disk 163, Author 
Wemer Guentier 

Scanrw max« KrrimeriteJCrxrJecrfallrriuSon 
Structures m merrrjry. The Jtruch/w wJ recerve 
correct potters towards each oev. Scanner 
ifaBlpo i '■;:.: rfttfcnfiua mile .^. 
p&"-&rj. swirig pern ifl memory. Wheniflttned.il 
writes «l J» »uaurw » (he standmj output 
Version 1,0, exudes source Author Stefan 

An Arrija urcJerf prawn of ne ffassc "worrs" 
program, basedortan anKte in the OeclSa? ssue 
of Scieriilir; Amehcan. Vrw tan sp»!y the Jsre 
and length ot the worms, and the number of 
worms. Eludes source, Author: Brad Taylor. 
Amiga por: by Chuck McHanis 



DeepSky A database ccntaimnvj m'ormation on 10,35a ncn- 
stellar ot^ecls, 6C-0 c&'cr cortra sting easily resolved 
double slars, 70 stars lor s?t:;ng orc'es.and rrisc 
white dwarfs, red slars, brines, etc. The 
database is tfisfictiea' in zoo icmai, and is about 
t.2 Mb after ocacticn. V 5.0. Author: Sagua^O 
As;icnomv Club 

t&. A Urtii stylo mv.es 'im prco/an thai moves, copies, 

or removes Nes. Inciudos 'ritnif active node. 
lecursivo mode, and IcKceq-jiel mode. Copies file 
perrnssicns, oatB,andcorriments, supports arp 
styfe wildcard!, supports moves across volumes, 
honors the de'etetrt. VI I. incljdes source. 
Author. Eda-n HMeoee^ 

Free? Fish Disk 220 

DNet A Ink protocol thst provides essenSally an 

unfirr.ried r-uciber or refiable cennections between 
Drccesses on two maclvas, where each end of the 
link can be ww an Arnca or a Uni (BS W Jl 
machine Works on the Amiga withany EXEC 
devce Lhat kx*s tike the sertat Oevce Workson 
UNFXwiihnyardsocketdevces. Ath*eves beher 
than ^%avrjr35? throughput on fiiel-anslers 
TTvsisV2.0.anupda!eKiFFH5 mcuries 
sources lor both r» A.Ti^a a. , >JUnt versens 
Author: MattDAcn 

ToBeCcrtTiued,.„. 



fn Cpnclusion 
To the besl of our knowledge, lhe materials in 
this library are freely distributable. This 
means they were either publicty posted and 
placed in the public domain by their authors, 
or they have restrictions published in their 
files to which we have adhered, if you 
become aware of any violation of the authors' 
wishes, please contact us by mail. 
IMPORTANT NOTICE! 
This list is compiled and published as a 
service to the Commodore Amiga community 
for information^ purposes only. Its use is 
restricted to non-commercial groups only! 
Any duplication for commercial purposes is 
strictly forbidden. As a part of Amazing 
Computing™, this list is inherently copy- 
righted. Any infringement on this proprietary 
copyright without expressed written permis- 
sion of toe publishers wiil incur the full force 
cf legal actions. 

Any non-commercial Amiga user group 
wishing to duplicate this list should contaci: 
PiM Publications, Inc. 
P.O.Box 869 
Fall River, MA 02722 

PiM Publications Inc. is extremely interested 
in helping any Amiga user groups in non- 
commercial support for the Amiga. 
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Amaze Me 



"i 



Please use this order form when subscribing to Amazing Computing™, ordering Back Issues, or 
ordering Amiga™ Public Domain Software ,. , ., „__ _ ,_ ->^^^ 

dial 1-800-345-3360 

Name 

Street 

City St. Zip 

Charge my [jvisa []MC # Expiration Date 



Signature 



PROPER ADDRESS REQUIRED. In order to expedite anfl guarantee your order, all large Public Domain Software orders, as well as most Back 
issue orders, are shipped by United Parcel Service. UPS requires that all packages be addressed to a street address for correct delivery. 



All Charges are subject to a $20.00 minimum 

Subscription: $_ 



Please circle the appropriate item: New Subscription 



Renewal 



Please start my subscription to Amazing Computing™ with the next available issue or renew my 

current subscription. I have enclosed $24.00 for 1 2 issues in the U.S. ($36.00 Canada and 

Mexico, $44.00 foreign surface). All funds must be in U.S. Currency on a U.S. Bank 

Back Issues: 

$5.00 each US, $6.00 each Canada and Mexico, $7.00 each Foreign Surface. 



Please circle your Back Issue choices below: 
Vol1.1 Vol1.2 Vol1.3 VoM.4 Vol1,5 VoU.B 
Vol2.3 Vol2.4 Vol2.5 Vol2.6 Vol2.7 Vol2.8 
Vol3.2 Vol3.3 Vol3.4 Vol3.5 Vol3.6 Vo13.7 
Vol4.1 Vol4.2 VoM.3 V0I4.4 Vol4.5 Vol4.6 



Voh.7 V0II.8 Vol1.9 Vol2.l 
Vol2.9 Vol2.10 Vol2.11 Vol2.12 
Vol3.8 Vol3.9 Vol3.10 VdI3.11 
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$6.00 each for subscribers (yes, even the new ones!) 
$7.00 each for non subscribers 

(three disk minimum on all foreign orders) 
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3. Simply the Best. 



The all new Digi-View Gold is the best video digitizer for 
the Amiga. Period. Nothing else even comes close. Why? 
The secret is that Digi-View Gold captures 2.1 million colors 
in memory, giving you an incredible 100,000 apparent 
colors on screen simultaneously. 

And it's easy to use. Just focus your video camera 
on any object or picture, and in seconds Digi-View Gold 
turns it into Amiga graphics that glow with vibrant color 
and clarity. Whether you are creating graphics for desktop 
publishing, presentations, video, or just for fun, Digi-View 
Gold gives you dazzling images with amazing simplicity. 

Digi-View Gold is designed specifically for the Amiga 
500 and 2000, and plugs directly into the parallel port. 
Digi-View Gold's powerful image capture and manipulation 
software (version 3.0) now has complete control of color 
and sharpness, full overscan, extra halfbrite, and a special 
line art mode for desktop publishing. 



"Requires standard gender changer (or use with Amiga 1000. Video camera required; not 
included. NewTek sells a video camera, copy ssand. and the Digi-Droid automated tiller wheel 
for Digi-View Gold If your local retailer doosn't carry these products, call us al 913-354-1146. 
Digi-View Gold is a trademark ot NewTek. Inc. Amiga is a trademark of Commodore-Amiga. Inc. 

Be seeing you! I Circle Reader Service Card No. 1 02 



Only Digi-View Gold: 

• Can digitize in all Amiga resolution modes from 320x200 
up to 768x480 (full hi-res overscan) 

• Uses 2 to 4096 colors (including extra halfbrite) 

• Uses exclusive Enhanced HAM for super fine detail 

• Is 100% IFF compatible and works with any graphics 
software 

• Can digitize 21 bits per pixel (2.1 million colors) for the 
highest quality images possible 

• Has advanced dithering routines that give an apparent 
100,000 colors on screen simultaneously 

• Has powerful Image processing controls for complete IFF 
picture manipulation 

If you want the highest quality graphics for your Amiga, 
as easy as 1 , 2, 3; then you need the new version of the 
best selling video digitizer of all time: Digi-View Gold. 



Only $199.95 

Digi-View Gold is available now 
at your local Amiga dealer. 
Or call 1-800-843-8934 
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